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Nintendo show the future... 
But are they living in the past? 


Nintendo pretty much stole the Chicago CES with 
their next-generation hardware and software. But it's 
ironic that extra visual finery hasn't been matched by 
any real advances in gameplay. 

Killer Instinct for the Ultra 64 is an amazing 
beat 'em up, but its side-on perspective and familiar 
play style has already led to it being dubbed Street 
Fighter 2000. Similarly, Williams’ Cruisin’ USA arcade 
game, scheduled for Ultra 64 conversion, is one of 
the most conventional driving games you'll ever see, 
and hardly the graphical extravaganza that everyone 
was expecting. 

The oddest aspect of this is that Nintendo have 
always been gameplay innovators, taking fairly typical 
subjects and delivering character, depth and, above 
all, playability. Just look at Super Mario Kart, Pilotwings 
and Wildtrax. All three games are brimming with 
rewarding play mechanics and unusual features. 

Donkey Kong Country may have set new visual 
standards for SNES games, but offering something 
new in gameplay terms could prove to be a tough call 
for Rare. And it's worth remembering that Nintendo 
are the only company with the resources to produce 
a game like this. Nintendo buy their 32-meg carts 
from Nintendo. So, presumably, Nintendo cut 
themselves a pretty good deal. DKC could cost as 
‘little’ as £50 in the UK, but a thirdparty publisher 
would have to sell the same game at £100 because of 
the prohibitive cost of the ROM cartridge. No-one 
can afford to meet Nintendo's standard, let alone 
beat it. So perhaps Nintendo's groundbreaking cart 
will be the first and last of its kind. 

If this is the new Nintendo, let's hope they don't 
carry on playing the same old game. 


The future is almost here... 
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Magazine 
of the year 


Industry awards 


Sony and Sega have been making all the headlines recently, but this year's Summer CES was 
Nintendo's chance to shine. Meanwhile, Trip Hawkins is busy tooling up 3DO Mk 2... 


The rules of the game 


Why is it that sophisticated games are sometimes completely devoid of stimulation, while the most 
primitive, graphically crude titles can be immensely satisfying? Edge studies the mysterious art of gameplay 


insideview 


Edge scours the universe for the latest 
videogames stories. Stealing the show this month 
is the Chicago CES, itself dominated by Nintendo: 
with more details about Ultra 64 and a slew of 
SNES games on display — including the spectacular 
Donkey Kong Country — Nintendo are making news 
again. And look what Trip Hawkins is up to now: 
could 3DO be back in the running? 


This month on Edge 


Edge's gossip column: news, rumours, games and 
an amusing story about Archer MacLean 


20 Subscription 


Subscribing to Edge is a piece of cake — and this 
month's special discount for new subscribers is 
the icing on it. Cut yourself a slice of Edge 


2 Prescreen 
Hot on the heels of its CES demo, Nintendo's 
Donkey Kong Country gets its first showing in 


Edge. Also previewed: Off-World Interceptor on 
3DO, Under A Killing Moon for PC, and more 


The rules of the game 


Gameplay is one of those nebulous concepts that 
everyone recognises when they see it but no-one 
can quite define. Every game should have it but 
not every game does. Edge takes the videogame 
apart to find out what makes it tick 
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Prescreen 
FIFA International Soccer for the 3DO (left) and the Amiga's Cannon Fodder 2: 
two of the embryonic titles tipped by Edge for future greatness 


Edge sifts the wheat from the chaff. In this 
month's harvest are the Neo-Geo's Top Hunter, 
TIE Fighter on the PC, 3DO Shock Wave and the 
Mega Drive version of Super Street Fighter II 


77 HRetroview 


With videogames facing such an exciting future, it's 
easy to forget their illustrious past. Edge doesn't 


78 Back Issues 


You've bought this issue, but what about the rest? 


82 Charts 


The most comprehensive listings you'll find 
anywhere: top ten sellers on all the major formats 


tscreen : 
: : 84 Recruitment 
TIE Fighter (left) and Shock Wave are both eagerly awaited games, but Edge is 
not swayed by reputations. Will Testscreen leave their good names intact? Four pages of employment opportunities in the 


interactive entertainment industry 


Rob Dyer An audience with... 


Rob Dyer used to work for Disney, but Rob Dyer, vice-president of international 
his new workplace, Crystal Dynamics, is operations at California-based Crystal Dynamics 
no Mickey Mouse outfit. They've already 


provided the 3DO with some 96 Q&A 


f of its best games, and their 
future is looking bright. Edge Imported PlayStations, JAMMA boards, TVs... 
gazes into the Crystal ball Edge tells you what you want to know 


Photography: Jude Edginton 


€909609099?4€6099259690€665006990900500965026566002535 о в 


v66T Joquaides oulzesew кэс 


EDGE magazine September 1994 


3DO: astounding new hardware for 1995, page 6... Mammoth CES report, page 8: Ultra 64 
ready to play... SNES visits Donkey Kong Country... Street Fighter movie... biggest ever 
3DO games line-up... 20 new Jaguar games... New 3DO boxes from Goldstar, Samsung 


Rumours about a 
second-generation 
300 are not new, 
but so far no 
explicit details 
have surfaced. 
Until now. Edge 
has the first hard 
intelligence on 
3D0’s hig secret 


3 DO 


The latest news from the world of interactive entertainment 


Bulldog: 3DO Mk2 
on tight leash 


s Panasonic rev up for their UK 
3DO launch, Edge has 
unearthed highly confidential 
details about a revolutionary new 
system from Trip Hawkins, first hinted 
at in Edge 10. As the current 3DO 
gradually loses disciples in the face of 
mounting competition from Sony et al, 
information has been leaked about a 
new 3DO-compatible 64bit machine, 
given the menacing codename Bulldog. 
Scheduled for a Christmas 1995 
launch and boasting some hugely 
impressive specs, the system is set to 
appear in two main guises: a $100 
(£75) upgrade cartridge, designed to 
placate current 3DO owners; and a 
$250-400 (£170-270) standalone 
system as the entry point for those 
wishing to start afresh on the next level 
of 3DO performance. 

As predicted by Trip Hawkins in 
Edge 10, the new system will be 
downwardly compatible with the 
existing 3DO platform. That means it 
will be possible to run all current 
software on Bulldog, and the addition 
of an upgrade cartridge will also enable 
Bulldog software to be played on the 
original machine. An insider told Edge: 
‘What 3DO's hardware guys have done 
is squeeze the entire 3DO circuitry onto 
two little chips — the existing ЗОО 
system is just a part of it.’ 

Having been unable to decide 
between upgrading the original 


к 


3DO will soon be arriving at a higher plane of performance. But will 
developers shun the basic system and alienate existing owners? 


hardware and starting anew [Edge 10], 
3DO now seem to have embarked on a 
two-tier structure for Trip Hawkins’ 
‘global platform’. 3DO are encountering 
an obstacle historically faced by 
hardware manufacturers — how to 
provide increased performance without 
dumping on those who’ve already 
bought in. The danger is that 3DO 
could end up being haunted by the 
same jerky evolution curve as the PC, 
in that users are theoretically able to 
run all their new software on a 
standard machine, but in reality their ә 
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‘They’ve basical 
screwed themselves 
into the ground with — 

the first machine. 

But they're making | 
a lot of money on it 
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Dream team 


With such a powerful 
system waiting in the 
wings, the hardware team 
behind Bulldog is one of 
The 3D0 Company's most 
closely guarded secrets. 
However, it is rumoured to 
include renowned 3D0 VPs 
R J Mical and Dave Needle 
(designers of 300 Mk1, 
the Atari Lynx and the 
Amiga), and it's also 
thought that 3D0 have 
drafted in some 
heavyweight support from 
other leading silicon 
designers. ‘It’ll be a shock 
to some people when they 
find out who’s built it,’ 
claims Edge’s source, 
‘perhaps because of the 
involvement some of them 
have with other major 
hardware companies.’ 


old boxes are about as useful as 
gardening stools. 

Judging by the specs that have 
already been uncovered, 3DO's new 
vision extends beyond the games-only 
arena. With MPEG41 built-in as standard 
and MPEG2 as a possible option, it 
appears that The 3DO Company is still 
vigorously defending 
its multimedia corner. 

Based on a 64bit 
RISC processor, 
Bulldog is being 
touted to a handful of 
developers — all 
gagged by NDAs - as 
a ‘66M single cell 
SDRAM system’, in 
contrast to the dual 
cell 25 MHz DRAM 
architecture of the 
standard 3DO. 
Boasting a rendering 
performance of 
250,000 texture-mapped polygons per 
second and an unbelievable 400Mb per 
second bus bandwidth (three times 
greater than the PlayStation or even a 
top of the range Pentium), the 3D 
abilities of Bulldog are rumoured to be 
more than a match for anything else in 
development. And unlike Sony's 
PlayStation, there's full hardware 
support for Z-buffering. 
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Trip Hawkins’ ,. ... 


decision to resign from his position as 
chairman of Electronic Arts is one of 
the most crucial episodes in the 
Bulldog story. Since 3DO's US launch 
last year, the EA connection has been 
a lucrative one for 3DO, providing them 
with some exceptional software. But 
the benefits weren't reciprocated — 
EA's recent decision to extend its 
format coverage to Sony exposed a 
significant conflict of interests between 
the two companies. Now, with all his 
eggs firmly in one basket, Trip is 
building a huge inhouse development 
department — on the foundations of 
existing inhouse team Studio ЗОО - 
with a planned seven or eight separate 
teams working on Bulldog games in 
time for the launch in late 1995. 
Thirdparty development systems won't 
be shipping until February or March of 
next year, though. 

"They've basically screwed 
themselves into the ground with the 
first machine,’ explains Edge's source, 
*but they're actually making a lot of of 
money on it, and their philosophy right 
now is to keep selling it while they can. 
They're also realising that they're 
making good money on the software 
and it can actually fund the costs of 
the new hardware.’ 
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ipcoming Titles 


news 


Trip Hawkins: ‘We don't 


But actually taking such an 
ambitious slab of new hardware to 
market at its proposed price could 
prove an unsurmountable hurdle. 'The 
problem Trip has is that he's backed by 
Japanese guys who aren't Sony,' adds 
Edge's informant. 'They want to make 
money from the hardware because they 
don't make a penny from the software. 
| think they'll have a lot of trouble 
pricing Bulldog.’ 

Being first to the market has 
resulted in mixed fortunes for 3DO, but 
if all goes according to plan, Bulldog 
could be the trump card Trip has been 
waiting to play all along. What is certain 
is that, although the PlayStation and 
Ultra 64 are now regarded as the 
benchmarks in 3D performance, 3DO 
can no longer be consigned to the also- 


rans. Maybe Trip’s ‘quantum E 
leap’ will happen after all... 


Bulldog tech specs 
CPU: 


Memory: 


need a next-generation 
product until there’s 
much more pressure in 
the marketplace...’ 


66MHz RISC processor (possibly R series) 
4Mb SDRAM; 4K instruction cache; 


4K data cache; 32K or 64K non-volatile RAM; 


400 Mb/sec bandwidth 


Graphics: 


100,000,000 pixels per sec; 250,000 mesh 


(textured) polygons per sec; triangle engine 
(150,000 triangles per sec); hardware texture 
mapping (bi-linear interpolation); point sampled 
and MIP mapping; Gouraud shading on Alpha 
and RGB channels; true 3D perspective in all 


modes; full Z-buffer support 
Colours: 24bit colour; 8/16bit CLUTS 


Video: 


MPEG1 built in, with flexible rates and multiple 


stream rates; MPEG? to follow as an option 


Resolution: 640x480-320x240 


Storage: 


Double-speed CD-ROM drive; 2:1 hardware 


decompression (matching PK.Zip) 


Miscellaneous: 


NTSC/PAL/HDTV/wide NTSC and support for 


SVGA; 32K RAM carts for saving data; 
DVD CD standard (8x speed) by 1996 


Available: Christmas 1995 
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SCES: Nintendo 
render new image 


Nintendo's gorilla 
tactics hit the 
target at this 
year's Summer 
CES in Chicago 


Rare's superb rendered 
visuals for Donkey 
Kong Country (top) 
easily stole the show 


healthier, fitter Nintendo Of 
America emerged as if from a 
d | cocoon on the first day of the 
Chicago CES. After a disappointing 
performance at the winter show in Las 
Vegas, the Redmond giant revived their 
badly wilting profile with the aid of 
some new software technology and the 
revelation of Project Reality (now 
retitled, horrendously, Ultra 64) in a 
private suite away from the show. 

Nintendo's software showstopper 
was the stunning-looking Donkey Kong 
Country, unveiled by NOA chairman 
Howard Lincoln on the first morning of 
the show. In his keynote speech 
Lincoln emphasised the importance of 
gameplay over technology, an apparent 
contradiction, given the formulaic 
nature of DKC, that left a bitter taste in 
the mouths of loathers of conventional 
platform games (and, presumably, any 
unfortunate individuals who'd just 
spent the last year programming a 
16bit platformer and now realised how 
scabby it looked in comparison). 

With 28 people involved in the 
project and 20 man-years' work already 
invested in it, Donkey Kong Country, 
programmed by Warwickshire-based 
Rare (formerly known as Ultimate Play 
The Game), is no ordinary SNES game. 
Although Rare conceded that the 
version seen at CES was only 6096 
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casArts' TIE Fighter 
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complete, Nintendo weren't 
complaining, and neither were Alias, 
whose PowerAnimator software was the 
creative tool behind the game’s SG- 
originated images. With fully rendered 
backdrops and sprites, it has to be 
said that DKC has some mindblowing 
visuals, and it was every bit the tour de 
force that Nintendo hoped it would be. 
Although it is essentially Mario with a 
bit of Super Adventure Island thrown in, 
that didn't stop Edge from hogging the 
joypad for a good few hours. 

The rest of Nintendo's line-up was 
less impressive. The only other ACM 
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Nintendo’s familiar 
dome (above) was 
firmly in the shadow of 
the great DKC stand 


— 


see Testscreen, 

mm page 68) is the 
latest addition to the Star 
Wars stable's shoot 'em up 
series - with the novelty 
being that this time you get 
to play the bad guys. Edge's 
regular homage to the art 
of the intro finds the evil 
Empire in attack mode 


1 The Emperor summons his 
£enerals to the capital. He 
has intelligence that shows the 
Rebel forces to be in disarray, and 
the Empire is planning to take 
advantage of the situation 


2 The Emperor, speaking in 
his unmistakable husky 
voice, glosses over the recent 
destruction of the Death Star and 
assures his commanders that one 
final assault will deliver victory 


= п и 


TUM 
3 Cut to deep space. The 
Imperial forces have 
massed for the assault. An 
Imperial Star Destroyer, 


surrounded by a flotilla of buzzing 
TIE fighters, closes in on the Rebel 


game (ACM is Advanced Computer 
Modelling, or Nintendo-speak for pre- 
rendered 3D animation) was a SNES 
title from Scottish team DMA Design, 
recent Ultra 64 converts. Their 
Uniracers, complete with 6,000 (mostly 
undetectable) frames of animation, 
was billed as another breakthrough in 
animation and graphical performance, 
and yet managed (albeit in its 
presumably embryonic state) to scroll 
like Sonic The Hedgehog with a 
unicycle as the main character. 
However, some delegates did seem to 
be entranced with its ‘unique’ 
gameplay. 

Stunt Race FX made it to its third 
consecutive CES, but, sadly, few 
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DKC boasted a custom-made jungie 
with circling vultures (top), squawking 
chimps, and DK's own treehouse (right) 


Some journalists went 
to surprising lengths to 
get into the Project 
Reality (Ultra 64) suite 


boxing coin-op, Punch Out, made a 
surprise arrival on the SNES, but for 


DMA Design's Uniracers 
(above) was the other 
‘breakthrough’ SNES title. 
What the prototype lacked 
in looks was made up for 
in curiosity value (right) 


4 Commanding the operation 


from his personal TIE 


fighter, Darth Vader gives the 
order to the invasion fleet to begin 
the attack. The TIEs are launched 


from the Star Destroyer 


people took much notice of this slow 
but deceptively wonderful racer. The 
game's producer, Shigeru Miyamoto, 
was also there, and Edge managed to 
ask his opinion of Donkey Kong 
Country. ‘Ah, nice graphics,’ laughed 
the shy and likeable programmer, as if 
he wasn’t quite sure about the game’s 
other attributes just yet. 

A sequel to the ancient and 
thoroughly respectable 10-year-old 


5 Scores of TIE fighters 
descend on the Rebel 
platform before it has a chance to 
launch its own complement of 
fighters. Its fixed turrets attempt 
in vain to repel the attack 


the most part, Nintendo’s so called 
‘best show line-up ever’ turned out to 
be a one-game wonder. 


Everyone knew ,, , 


Project Reality would be making an 
appearance at CES - a select band of 
the press, Edge included, had already 
received invitations for a private 
showing. As journalistic pressure 
mounted over the three days, the 
privilege was extended to a wider field 
of developers and the world press. 
Located with the rest of the 
Nintendo camp at the Stouffer Riviera 
Hotel in downtown Chicago, the Project 
Reality suite was by far the most talked 
about attraction of the show. Buses 
ran between the two locations all day 
long for the duration of the show, 
taking delegates to the hotel for their 
own 20-minute slice of the future, 
Nintendo staggered the demos to 
admit groups of ten people at a time, 
and Edge 'shared the experience' with 
a small group of electronics dealers 
from New York. After about 15 cameras 
were confiscated, along with other 
recording devices that could have been 
used to capture the memorable 
occasion for posterity (and magazine 
exclusives), everyone was hurried into 


$69?9606999099009€99690609€06090900909906900 


C Skimming the platform's 
surface to avoid the turbo 
lasers, the TIE fighters make short 
work of the stationary X-Wings. 
The Rebel's lasers cast a green 
sheen over the nearby ships 


7 With the Rebel base 
annihilated, the TIE 
fighters return in formation to 
the Star Destroyer. Fade to Star 
Wars logo. Cue Star Wars theme 
music. Game on... 


What is it? 


This machine is being 
made by a company that 
used to distribute 
Nintendo product in this 
country. It's got an 8bit 
CPU, can run CDs, 
contains a custom LSI 
chip for loading data, and 
has full-colour graphics 
and stereo sound 


Continued next page 


EDGE magazine September 1994 


10 


e e 

It IS... 

Bandai’s BA-X system. 
The machine was shown 
for the first time at last 
month’s Tokyo Toy 


Show and will be 


launched later this 
autumn in Japan for 
£185. Dragon Ball Z 3 will 
be one of the first games 
released for the BA-X 


Nintendo's Peter Main: ‘I don't reckon 
much to that Donkey Kong thing..." 


a small, dark briefing room, where an 
unbelievably wooden American actor, 
with a smarmy demeanour that would 
have made Richard Nixon seem like a 
really honest bloke, played the part of 
the warm-up man. 

Silicon Graphics' Ted Jermoluk then 
appeared on two big-screen TVs, 
accompanied by some ominously 
familiar Onyx demos - the real stuff 


was being saved for the next room. 
After ten minutes the curtains were 
drawn back and another dark room 
opened up with even more monitors 
inside. Inside were four sit-down driving 
game cabinets housing Cruisin' USA, 
and two large TVs displaying Killer 
Instinct. Remember the chocolate room 
in Willy Wonka's Chocolate Factory? 
Well, Nintendo had the videogame 
equivalent — a small enclosure where, 
for 20 minutes, grown men were made 
to feel like kids. 


The games themselves were 


a mixture of triteness and technical 
innovation. Cruisin' USA — a pan- 
American 'touring' racer starting in San 
Francisco and finishing at the White 
House - was starved of even the latter 
commodity. Looking like a cross 
between 3DO Road Rash and Out Run, 
Cruisin' wasn't the Ridge Racer or 
Daytona beater that everyone expected. 
Featuring the most sprite-like polygons 
Edge has ever seen, Williams' sit-down 
coin-op was reassuringly playable, 
though, if technically lacklustre. 

Virtua Racingstyle, Cruisin' included 
three different perspectives selectable 
by the player and a choice of manual 
and automatic gears. The game's most 
unusual aspect, though, was its size — 
even in this unfinished version, it took 


The Ultra 64 demos were closely guarded from potential snapparazzi (top left). A brace 
of Alias-rendered fighters from Killer Instinct (above); gameshots will appear soon 
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Getting a cab from the 
show wasn't easy. But 
looking silly in a Stunt 
Race FX car was 


WOrds 


you don’t want a bloody 
pen ‘n’ paper anymore 
son you want to get an 
acm that stands for 
advanced computer 
modelling incase you 
didn’t know it’s a 
computer right that 
draws models for you 
advanced ones that is 

i mean the other day i 
was off down the shops 
and i needed a bit of 
help so i got me acm to 
knock up my very own 
cindy crawford now 
she’s a bit advanced 
she wouldn’t keep her 
hands off me i had to 
delete her arms in the 
end which wasn’t to 
bright she dropped me 
meat and two veg... 


Edge spoke to Howard 
Cheng, SGI's software 
manager for the Ultra 64, 
for an inside view 


Revivalism: Nintendo's 
Super Punch-Out for 
the SNES, a sequel to 
the ten-year-old boxing 
coin-op and NES game 


Edge over ten minutes of cruisin’ to 
discover it was still in the same state. 
No silly coin-op limitations here — 
Cruisin' is so big that if you wanted to 
visit your grandmother in Arkansas you 
could probably drive past her house. 

The graphics, although basic on 
first impressions, did have a certain 
charm once you'd let them wash over 
you for a few miles. The textured 
polygons had obviously been designed 
by someone nostalgic for the late '80s 
School of racers, while the roadside 
objects revealed some surprising detail 
up close, with none of the blockiness 
in 3DO Road Rash. 

But it was the hardware running 
Cruisin' that got the technophiles 
nattering. After someone close to 
Williams let on that there was probably 
more Ultra 64 hardware inside the 3DO 
than Cruisin' USA, Nintendo confessed 
that the game ran on a proprietory 
Williams chipset and would be ‘weened 
over' onto the Ultra 64 in time for 
launch. Despite this, Nintendo officials 
inside the Ultra 64 suite insisted that 
Williams’ game was running on the 
same hardware as Killer Instinct. 

And Killer Instinct was what 
everyone had been waiting for. Any 
game that looks about ten times more 
solid then any beat ’em up before it 
has certainly achieved something. The 
game’s visuals provided testimony to 
Rare’s graphic design skills, with 
backdrops ranging from a wonderfully 
lit stone room to a scene featuring a 
rope bridge straddling a ravine. 

And Edge was impressed with the 
playability, too. The ability to knock a 
fighter out of one scene to land in 
another was a superb feature. One 
level permitted both characters to 
move so far apart that the screen 
panned out for miles, leaving the 
characters lost in the surrounding 
scenery - very neat, if not entirely 
practical in gameplay terms. 

Nintendo were at pains to 
emphasise that the home Ultra 64 
version of these games would be 
identical to the arcade version, with 
‘the same speed and the same quality 
graphics and sound'. Ingeniously, 
Nintendo, in tandem with Williams (the 
distributors of all Nintendo's future 
Ultra 64-based coin-ops) will be 
dangling the slogan 'Ultra 64 — 
available for your home in Fall '95' 
carrot-fashion in front of coin-op players 
whenever they invest a dollar. 

Incidentally, anyone doubting that 
the demos at the show were being run 
by Ultra 64 hardware needn't worry. 
Edge can confirm that the area behind 
the display was an Onyx-free zone; the 
leads from the monitors led straight to 
a small box sporting a Rare sticker. 
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Continued next page 
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Essential 
readin 


The European Multimedia 
Yearbook ’94 


* Interactive Media Publishing 
e £101 including CD-ROM version 
ISBN 1-897603-04-5 


MULTIMEDIA 


This is a fat, expensive and indispensable 
reference to the industry that's spreading like a 
mushroom cloud on the horizon. Exhaustive and 
excellently presented, it includes essays on the 
key technologies, interviews with the big 
players, international market profiles, product 
surveys and, most importantly, a directory of 
every significant outfit, which platforms they're 

4 eveloping for, their products and their 


IULTIMEDIA 


ting sector. All this plus distributor 
5, a glossary and a full index. Buy 
d it, assault your neighbour with it. 


Glimpses Of Heaven, Visions Of Hell: 
Virtual Reality And Its Implications 


* By Barrier Sherman and Phil Judkins 
e Fontana 

e £5.99 

ISBN 0-340-60155-8 


Hijacked by the scaremongers in the popular 
press, virtual reality has been given a pretty 
rough ride. This sensible and imaginative book 
stands as a corrective for the paranoid and a 
further education for the interested. Kicking off 
with a minimum definition of VR — it is inclusive (you become a part 
of a 3D world), it is interactive (you can change it), it is realtime 
(the changes occur as you make them) - the authors run through 
the hardware history, from brute number crunchers through CAD to 
reality engines and then see where that leaves us. Which is far 
short of the 80 million polygons/sec represented by the real world 
(God 1, Sony PlayStation O) but pretty close to blowing our minds. 
Although full of digestible diversions into the emerging 
technology, and replete with soundbites ('the true measure of 
computer power is MIPS per $ — Jonathan Waldern), the meat of 
the book is about VR's power as slave and master. Subordinated, 
it will bring untold rewards. Let loose, it could suck the vulnerable 
into a dark, amoral universe of sex, death, false religion and 
twisted propaganda, devoid of responsibilities, a tool for the E 
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unscrupulous. Can't wait. 
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Estranged from the rest of the videogames industry, 3DO's stand once 
again sat amongst the TVs and microwaves. A strong line-up, though 


The 3DO 


cause looked healthy 
enough at CES. With new units on show 
from Goldstar and Samsung, plus 
Creative Labs' 3DO blaster card for the 
PC, there was an air of confidence 
which wasn't even dispelled by 3DO's 
stand being located ‘in outer Siberia’ 
(Trip Hawkins' quip about the fact that 
the Atari stand at Vegas was 
positioned away from the rest of the 
videogames community). 

The software also gave cause for 
optimism. Crystal Dynamics had a 
superb conversion of Samurai Shodown 
in the works, emulating the Neo-Geo 
original perfectly, and Gex, their first 
stab at a 3DO platformer, also looked 
slick. In fact, no matter where you 
looked on 3DO's stand, there were 
games that stood head and shoulders 
above what could be seen elsewhere 
(with DKC the obvious exception). 
Return Fire was a superb sequel to that 
classic 1987 Amiga splitscreen tank 


Thes 
с De 


1 A forest scene. The sound 
of drums. A group of plaid- 
clad men are sitting in a circle 
playing bongoes. Voiceover: ‘In 
the '90s we're discovering truths 
about our inner selves' 


2 Close-up of one of the back- 
to-nature men. As he 
rhythmically pummels his drum, a 
voiceover expresses his innermost 
thoughts: *Nature is the source of 
my strength.' Fade 


game, Fire Power. With a slanted, top- Ex 
down, scaling perspective providing : 
originality, this had all the makings of a 
strong twoplayer blaster. Other 
honourable mentions should go to 
Road Rash, 3DO FIFA and Tetragon's 
Gridders (a 3D puzzle game featuring a 
character wandering around dodging 
moving cubes). 

Far more exciting for beat 'em up- 
starved 3DO owners was the news that 
Capcom are preparing Super Street 
Fighter Il Turbo — the upgrade that's 
recently been denied to 16bit console 


400 glaster 


owners – exclusively for the system. The 3DO Blaster card 
Sadly, any superiority 3DO owners from Creative 
may have felt at this announcement Technology runs 3DO 
games on any PC 


was dispelled by 3DO's decision to go 
head-to-head with 16bit in a typically 
American ‘ours is better than theirs’ 
blaze of glory. By some haphazard 
logic, the games let loose on each 
other were Universal Interactive 
Studios’ Way Of The Warrior (3DO) and 
the original SFII for the Super Nintendo, 
which trounced WOTW's visual 
clumsiness, and is, let’s face it, more 
or less the game that 3DO now has on 
the way from Capcom. 


Samsung’s VCR-styled 3DO player was a surprise arrival at CES; 
AT&T's machine, last seen in Vegas, was curiously absent, though 


Edge's regular tribute to the art of videogame advertising. This 
month, Crystal Dynamics bang the drum about their 3DO games 


م 
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4 Shot of another тап. The 
camera zooms in for a 
close-up of his face. His 
expression exhibits signs of 
extreme boredom. Voiceover: 
*Man, this blows.' Fade 


3 Close-up of another of the 
men. His feelings are also 
revealed in voiceover: ‘I just 
wanna be loved'. Cut to medium 
shot of the same man banging the 
drum with his hands. Fade 
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Korean company Goldstar also went public as а ЗОО disciple: their players were up and running оп a booth adjacent 
to the 3DO stand (right). No launch date was announced but a fourth-quarter slot and a keen price seem likely 


Stand size 


equals money 
equals power at the CES. And the 
beleaguered Atari corporation, whose 
final triumph may be to outlast 
arch-rivals Commodore, had very little 
money to throw around. But with a full 
UK launch imminent, judicious use was 
made of the space available. 


Crystal Dynamics' 3DO excellence: Gex (top left) featured superb 
backdrops, while Samurai Shodown looked like a perfect conversion 


6 The words: ‘No crying, no 
5 The drums are interrupted quiche, no wussies. Crystal 
by rock music. The bored Dynamics. It’s a whole new game’ 
man is now seen в — appear. Cut to men in forest again. 


with a 3DO joypad. A squirrel is watching them. 'Jeez, 
A stream of 3DO E: 1 what a buncha tools,’ it sneers 
clips follows es 


Anxious to remind customers — and 
potential buyers — that the Jaguar has 
not rolled over just yet, Atari 
announced that 150 licensees have 
now signed up to develop software for 
the world’s only 64bit system. Included 
in the list of developers are Time- 


. Warner Interactive, 20th Century Fox 


Interactive and Electro Brain, but no 
hard information about intended titles 
was forthcoming. And what was 
instantly noticeable was the lack of 
quality titles actually available now. 
Admittedly, 35 games were on display, 
but as most of these were at an 
extremely early stage in the 
development process, the real total 
was closer to ten — and among those 
were the old favourites Tempest 2000 
and Cybermorph. 

Atari had gone to great lengths to 
ensure that the centre of their stand 
didn't go unnoticed, and the jerky, 
bloodthirsty and generally inadequate 
Mortal Kombat clone Kasumi Ninja was 
displayed on a huge screen at its focal 
point. This was bad enough, but Atari's 
insistence that onlookers don a 
lamentable red-and-white headband 
before being permitted to take the 
controls was not appreciated, and the 
stand remained ominously ill-attended. 
However, some polite goading led to 
Iron Soldier being loaded in place of 
Kasumi Ninja and delegates flocked to 
see it, presumably now relieved that 
the threat of an embarrassing 
experience had been lifted. 

Atari's hardware, featuring their 
new CD-ROM drive, fared little better 
than its software. For $200, you too 
can buy Atari's vision of what a 21st 
century commode might look like. Edge 
can but hope that no-one becomes 
sufficiently exasperated with the Jag's 
temperamental hardware to lift the lid 
and use it as such, especially after the 
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Where is it? 


It boasts the largest 
gathering of videogame 
companies to ever 
assemble under a single 
roof. It's a twice-yearly 
event and has fast 
become the place to find 
out about the latest 
software and hardware 
developments 


Return Fire - another 
intriguingly good 3DO 
title. Twoplayer action 
and great 3D scrolling 


Continued next page 
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VR Stalker from 
Morpheus Interactive 
was the first flight sim 
to touch down for 3DO 


е e 

It IS... 

The Consumer 
Electronics Show. The 
CES takes place in Las 
Vegas in the winter and 
Chicago in the summer. 
Nintendo stole this 
year’s Chicago show with 
their utterly stunning 
Donkey Kong Country for 
the SNES 


UBI Soft's Rayman 
(top) won best Jag 
visuals, Kasumi Ninja 
(centre) was Atari's 
MKII (ie not very good), 
but Club Drive was okay 


fate suffered by the CD-ROM unit at a 
recent Atari conference (see This 
Month On Edge, page 16). 

The CD-ROM drive does have the 
benefit of Virtual Light Machine, 
though. Developed by Llamasoft 
founder Jeff Minter (probably to boost 
sales of his Tempest 2000 audio CD) 
and built into every unit, this scans 
audio compact discs as they are being 
played by the machine and produces a 
spectral analysis of each note. After an 
instant interpolation, the frequencies 
are assigned colours and motion and 
displayed on the screen. The result is a 
stunning abstract light show that is 
perfectly in time with the music. Put 
one in the corner of the room when 
having a party — but make sure you 
cover it up first. 


Other new hardware at the 


show could be found in the Sega press 
booth (Sega decided against a full 
stand this time), where a Mars 
development system was running some 
ropy Mega 32X (Super 32X in the US) 
demos of Star Wars, Virtua Racing 
Deluxe and Metal Head. All three 
showed the potential for fast 3D 
polygons, but were 
clearly at the 
teething stage. 
Sony Computer 
Entertainment, on 
‘the other hand, 
couldn't even 
manage this much, 
and were nowhere to 
be seen at the show 
proper. Instead, they 
decided to show off 
the PlayStation, with 
assorted demos, to Japanese press 
and developers in a nearby hotel. 
Advanced game demos included the 
Poly Poly Circus Grand Prix racing game 
(Edge 11), running at 60fps (and 
trouncing Cruisin' USA, according to 
one developer), and the equally fast 3D 
dungeon game, Labyrinth. Despite 
Sony's aloofness, their offsite activities 
still managed to get people talking. 


LucasArts, one 


most respected names in 
entertainment, also invited Edge to 
their stand at the CES. A darkened 
booth, accessible by invitation only, 
provided the setting for a full rundown 
of all the remaining releases in their 
schedule for this year. This was 
complemented by a look at the 
continuing work on their eagerly 
anticipated The Dig, a collaborative 
exercise between two of the biggest 
names in the entertainment industry: 


of the 
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LucasArts have been working closely 
with Steven Spielberg in designing the 
storyboard for this new space-based 
adventure. George Lucas' award- 
winning Industrial Light And Magic 
studios (The Abyss, Terminator 2) have 
been employed to produce a range of 
cinematic effects for this potentially 
stunning new title. 

LucasArts have departed from their 
well-established comedy-adventure 
niche with the action-adventure Full 
Throttle, a futuristic road-running game 
set in a dark and lawless society. It’s 
the most cinematic game LucasArts 
have attempted and is due for release 
towards the end of the year. 

Dark Forces, a firstperson- 
perspective shoot 'em up (see 
Prescreen, page 
35), is the last of 
the three Star 
Wars-based 
projects due to 
appear, following 
the release of TIE 
Fighter 
(Testscreen, page 
68). The 3D engine 
looks hugely 
impressive and 
could well make 
Dark Forces the 
game to buy at 
Christmas. 


Finally, 


Capcom's famed 
yellow-and-blue 
logo seemed to 
have lost some of its power to attract 
people's attention at this year's show. 
Taking pride of place on their stand 
was a large video wall showing, 


surprise, surprise, Super Street Fighter 


II. It looked encouragingly good on the 
large screen, but it was the stream of 
clips from the upcoming $30 million 

Street Fighter movie that managed to 


Atari had 35 games for 
the jaguar, but few 
were worth the space 
they occupied 


Atari's commode was 
there, of course. But 
were there any games 
for it? Dream on 


A regular spot where Edge reports on how 
technology will shape the news of the 
not-too-distant future... 


From an original idea by Chris Harnsby 
...InterNews Online, 11:72, July 12, 2006... 


UKBank stepped in today to help prop up 
international finance house Sherwent And 
Williams, which has found itself the 
unwilling owner of a place in the computer 
and legal history books. 


At 10:15am yesterday, bank workers found 
their biggest corporate accounts being 
mysteriously emptied of funds. All 
instructions to the bank’s central computer 
system were ignored, and helpless staff could 
do nothing but stand by and watch as billions 
Celluloid Street Fighter: Kylie Minogue is Or dollare were олноо Nd 

Cammy (above), Wes Studi is Sagat (centre destinations. Seconds later, computer screens 
left), and Van Damme plays Guile (top left) throughout the company went blank without 
warning. 


Digital investigators called in by the bank 


make even the most disgruntled were amazed to find that the computer’s 
: onlooker pay heed. central code had disappeared. Later that day 
pie ala тос Street Fighter is currently being it was discovered residing in hijacked memory 
best to brighten up a filmed in Bangkok under the direction space on the American research satellite, 


predictable line-up of action-adventure veteran Steven de RePat; 


Souza, and is expected to be finished 


It appears that the computer system purchased 
in time for a Stateside Christmas pe E _ E 


two months ago by S&W from NNC, a component 


release. Hollywood tough guy Jean- of the company's new generation of neural net 
Claude Van Damme will star as Colonel Systems, has achieved effective self- 

Guile, with Raul Julia (Addams Family) awareness - the first case of its kind in the 
playing the evil Bison. Given the world. After removing the cash, the system 
strength of SFII mania, the film should then removed itself. 


do well, and some pundits are already 
predicting that it will outstrip America's 
current box office king, The Flintstones. 


It is not yet known why the money was stolen 
- or, indeed, what its final destination was. 
So far, investigators have failed to make 


If it does, just think of the sequel contact with the system. The assumption is 
implications: The Return of Street that it was acting alone, with the 

Fighter, Street Fighter: The Final involvement of any criminal or terrorist 
Conflict, Street Fighter: The Final organisation being ruled out. 

SAIE I Te а Almost 75 per cent of S&W's assets is thought 
fi omisi Aie a {= to be missing. The bank has issued writs for 


negligence against NNU, which is in turn 
countersuing S&W, claiming that its system 
was misused by the bank and that the ensuing 
negative publicity has damaged its 
reputation. If the system is determined by 
the courts to be alive - a grey area at 
present - it is likely that it too will find 
itself on the receiving end of legal action, 
with both S&W and NNU suing it for damages 
and a criminal investigation being initiated 
to recover the missing funds. 


Meanwhile, paranoid banks around the world 
are taking steps to avoid similar incidents 
occurring. At least three major organisations · 
are believed to be sacrificing efficiency for 
security by removing all computer systems and 
returning to traditional pen-and-paper 
working methods. 


UBI Soft's Street Racer 
(above) looked good, but 
might have its work cut 
out beating Mario Kart. 
Acclaim's MKII offered 
gore on tap (right) 


...transmission ends... 


Contributions to Over The Wire are welcome. Please send your articles (400 words max) to Edge, 
30 Monmouth St, Bath BA1 2BW. Get your piece printed and win a year's subscription to Edge 
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m he final Summer CES in 
Chicago gave the industry one 
last chance to sample the 
Windy City's inimitable selection of 
watering holes and party venues. 
Memorable moments included Alias’ 
splendid latenight boat party, when 
Edge discovered that the only source of 
cigarettes was the biggest chainsmoker 
of them all, Nintendo's Shigeru 
Miyamoto. After cadging fags and 
chatting with him for much of the party, 
Edge was amused when Ocean's Gary 
Bracey, also lured by the great man's 
Marlboros, introduced himself, 
scrounged a ciggie, and then asked 
Shigeru who he was. Nice one, Gaz. 


Blockbuster Entértainment have inca that they will 
pay £165 million for a 75% stake in Virgin Interactive 
Entertainment: 0n June 30 Virgin Inc hooked up via, i 
satellite with Virgin France and Virgin UK fora one-hour 
live message from Blockbuster, The cost? A mere $70,000 


Following the corporate flimflam of the 


CES, Edge sought a few days' rest and 
recuperation in Orange County, 
southern California. On the itinerary 
was a tour of Virgin USA's offices and a 
glimpse of the company's first wave of 


Neo-Geo CD, as revealed last month 
(see page 18 for full release schedule) 


See this? Dave Perry's boys 
at Shiny see it every day 


Virgin Inc's Irvine, California HQ, where 
Edge took a look at new developments 


titles. Although early, the superbly 
designed artwork for Cool Spot on the 
Saturn (it's an Equinox-style isometric 
game, before anyone starts sneering) 
augured well for the finished game. And 
an equally ambitious basketball game 
for the Saturn looked good, too. Virgin 
also revealed a rather slick demo of 
ЗОО Dynoblades — a side-scrolling ice 
hockey game with large, scaling 
dinosaur characters. 

Shiny Entertainment was another 
worthwhile stop-off point for Edge. 
Located in Laguna beach - Baywatch 
territory — the predominantly English 
team headed by Dave Perry seemed to 
have it made. (An interview with Shiny 
Entertainment will feature in Edge 13.) 
Staying in the same hotel as Edge was 
veteran programmer Archer Maclean. 
Spending a few days with Virgin to 
discuss his next ten-year project, poor 
old Archer arrived in California only 
after experiencing a string of travel- 
related disasters. Following a series of 
motorway traffic jams and an airport 
courtesy coach that broke down on its 
short hop to the terminal, Archer 
managed to catch his flight with only 
seconds to spare. Seven hours later 
and with only another five to go before 


Sega's latest Model 1 
coin-op, Wing War (top). 
The company have also 
recently unveiled other 
new coin-ops, including 
Desert Tank (Model 2, 
sort of) ST-V (a Titan 
demo) and Super Eagle 
Shot (above) 


Sega's 1993 
marketing budget: 

£65 million 

Number of Mega Drives 
sold in the United 
States in 1993: 
5,900,000 

Sales of Atari's Jaguar 
in just two US cities — 
New York and San 
Francisco - before 
Christmas: 27,000 
Increase in sales of EA 
games in Japan from 
1993 to 1994: 140% 
Predicted unit sales of 
videogame cartridges 
in the United States in 
1994: 112 million 
Electronic Arts' global 
sales for the year 
ending March 1993: 
$298.4 million 
Electronic Arts' global 
sales figure for the year 
ending March 1994: 
$418.3 million 
Amount UK company 
Pearson paid for US 
entertainment software 
firm The Software 


Toolworks: 


£310 million 
Estimated annual cost 
to industry of software 
piracy: $1,640 million 
Decline in sales 
experienced by 
Nintendo Germany 
during 1993: 1596 
(down from £320 
million to £275 million) 
Turnover of the Rhino 
Group — holding 
company for the Future 
Zone retail chain — 
during 1992: 

£2 million 

The Rhino Group's 
turnover for 1993: 
£21.7 million 

Total amount Anco 
spent advertising Kick 
Off 3 in the UK: 
£200,000 

Total amount spent by 
Acclaim on marketing 
Mortal Kombat in the 
UK: £2.2 million 
Activision's profit in 
1992: $118,000 
Activision's profit in 
1993: $483,000 
Worldwide unit sales of 
Philips’ CD-i by the end 
of 1993: 

300,000 units 
Forecasted sales of 
Sega hardware in 
Hungary this year: 
30,000-50,000 units 


< 
pd 


Distinctive Software's The Need For Speed (provisional title, thankfully) looks 
thoroughly wonderful, even after just three months. Cruisin' USA eat your heart out... 


touchdown in Los Angeles, an 
unfortunate nearby passenger suffered 
a heart attack. The pilot turned the 
plane towards Iceland for an 
emergency landing. 

Instantly doubling the size of the 
local Icelandic population, the contents 
of the 747 emptied into an airport the 
size of a village post office. After 
another five-hour delay, arrangements 
were made for the 500 passengers to 
fly on to Bangor on the east coast of 


hours behind schedule — news that 
required а skinful in the airport bar 
before he could come to terms with it. 
Our ill-fated voyager did achieve 
landfall in London eventually, and his 
return was curiously unaffected by 
tragedies like missing luggage (a dead 
cert by this stage, one would have 
thought) or another doomed bus trip to 
the longstay carpark. However, further 
torment was in store in the form of a 
sheared battery cable and dodgy 


e e 
Who is it? 
This man started writing 
software over a decade 
ago. His first game, a 
business simulator, was 
released in 1983 but only 
sold two copies. He’s 
since gone on to form his 
own company and 
recently released a game 
based on his original idea 


Sony's PlayStation came under the spotlight again this month, with.a:rumour spreading among 
developers that if the company didn’t achieve its 25-title quota by the machine’s December 9 
Japanese launch date the project could be cancelled. Sony got wind of this and put minds at ease. 
Rest assured; with$500 million already invested, Sony's.commitment is beyond doubt. Sony 
Computer Entertainment Of America currently have three inhouse PlayStation titles‘on the go 


the United States. Here, overnight 
accommodation was provided which 
gave the weary 500 passengers time 
to catch up on some sleep, as well as 
an opportunity to get to know their 
fellow travellers — a limited number of 
rooms meant that most of them had to 
share. A plane the following day 
delivered Archer to his LA destination 
just one-and-a-half days late. 
Reassuringly, Archer's return 
journey to London was dogged by 
similar bad luck, with the unlucky chap 
facing a double whammy of travel 
trauma. Firstly, on arrival at LAX for his 
return flight, he discovered that his 
ticket wasn't valid for the trip — but 
nothing a couple of hours' harassment 
of airport staff couldn't sort out. Next, 
he learned that his aircraft was eight 
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Just as Edge 12 closed, a superb sequence of shots arrived of Pony 
Canyon's Metal Jacket for the PlayStation. More pix in Edge 13... 


Continued next page 
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news 


it is... 


The founder of Bullfrog 
Productions, Peter 
Molyneux. Bullfrog's 
latest game, Theme Park, 


is based on Peter's 
original business 
simulator idea. Peter's 
other big hits include 
Populous, Powermonger 
and Syndicate 
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Anticipation for Virtua 
Fighter is running high 


starter motor in Archer's 
car. After an exhaustive 
jumpstarting exercise in the 
hot sun, it waited until it 
was on the motorway 
before conking out. Make 
sure you let us know what 
flights you're taking next 
time, eh, Archer? 


. жнр 


After last month's first proper look at Virtua Fighter for the Saturn - previous video 


footage turned out to be bogus - the game (above and top left) is shaping up 


Perhaps as | therapeutic 


release following his 

journey, on his arrival in LA Archer 
adjourned to a local pool hall, where he 
proved that his enthusiasm for the 
game wasn't just a digital fixation and 
dispelled rumours that he wasn't any 
good at the real thing by completely 
thrashing Edge. Fortunately, he 
declined to be cajoled into 
demonstrating if his real-life talents 
could be extended to IK- too... 

ona ot the best-looking games to grab 
Edge's attention this month was a 
rather beautiful 3DO Out Run homage 
from EA. Distinctive Software — the 
team who originally wrote Test Drive 
many moons ago — have been 
beavering away for three months on 
this 3D polygon driving game, 
provisionally titled The Need For Speed. 
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Sega's flagship Saturn platformer, Clockwork Knight (above and inset), 
is one of the first Saturn titles to be pushed by Sega in Japan 


The game allows you to choose from 
six of the world's most desirable cars — 
including a Jaguar XJ220, a Porsche 


ment. 
del WI Sole 


'e doing little SS 


911 and a Lamborghini Diablo — and 
race over some gorgeously detailed 
texture-mapped landscapes. Even at 
this early stage, it's already looking 
fabulous, mimicking some of the 
qualities of Daytona and even newie 
Cruisin' USA. Look out for a prescreen 
in Edge 13. 


SNK have finally announced the 
software release schedule for their new 
Neo-Geo CD system (see News, Edge 
11). And amazingly, there’s no sign of 
ADK's superb Magician Lord — one of 
the very first titles to appear for the 
Neo-Geo and still one of the best. Still, 
the fact that all the titles will sell for 
¥8,800 (£55) is some consolation. 
Listed right are all 24 of the CD titles 
scheduled for release. 

Coin-op news... i. rumoured that 
Street Fighter Ill is currently being 
playtested inhouse at Capcom's Osaka, 
Japan headquarters. A Capcom insider 
confided that Ken, Ryu and Sagat will 
remain, but the rest of the World 
Warriors have been given the push. 
Instead, there's been a complete cast 
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Neo-Geo CD 

release schedule 

* Fatal Fury 2 

* Top Hunter 

* Art Of Fighting 2* 

* Fatal Fury Special* 

* Samurai Shodown* 

Art Of Fighting 

* Baseball Stars 2 

King Of The Monsters 2 

* [ ast Resort 

* Mutation Nation 

* Football Frenzy 

* King Of The Monsters 

* Crossed Swords 

* Robo Army 

* ASO II 

* Sengoku 

* League Bowling 

* Puzzled 

* Ghost Pilots 

* Top Players Golf 

* Cyber Lip 

* NAM-1975 

* Baseball Stars 
Professional 

* Burning Fight 


* 
First titles — available at launch 


Sega's Guile Racer for Saturn is a 
conversion of the Rad Mobile coin-op 


overhaul for this, Capcom's third Street 
Fighter outing — or seven if you include 
the 'updates'. It will be especially 
interesting to see how Capcom cope 
without the original Street Fighter II 
programmers — SNK poached those 
last year. The £ame might be unveiled 
to coincide with the movie release. 
Atari's incompetence is legendary, but 
a recent European press conference to 
show off the Philips-designed CD-ROM 
drive for the Jaguar managed to 
surprise even those people used to the 
company's ineptitude. The central 
event of the press conference was a 
presentation by Sam Tramiel. In the 
middle of his speech, the Atari boss 
launched into fulsome praise for the 
high quality of the hardware. At which 
point the CD drive on display behind 
him promptly blew up. It wouldn't have 
mattered so much if it hadn't been one 
of only three in existence. And i 
then were two... 


Sega's next level: Panzer Dragoon for Saturn (top) looks splendid. 
Virtua Racing for Mega 32 (above) boasts three cars and extra tracks 


September 


1994 VR User Show Novotel Hotel, London. Tuesday, 
September 13-Thursday, September 15. Last year's best 
attended VR event in Europe, this is a multistream 
conference that will cover the emerging applications of 
virtual reality in design and medicine. Trade show only. For 
further details call Gerry Murray at the VR Centre on 
081-995 3632 

Live '94 - The Consumer Electronics Show Earls Court, 
London. Tuesday, September 20-Sunday, September 25. 
Not to be confused with the American CES, this is the UK's 
showcase for all things electronic. For further details call 
071-782 6893/4/7 

Business Computing Exhibition Olympia Exhibition Centre, 
London, Tuesday, September 27-Friday, September 30. 
For more details call Montgomery Exhibitions Co Ltd on 
081-948 9800 or fax them on 081-940 2171 


October 


Information Systems Exhibition Earls Court, London. 
Tuesday, October 18-Thursday, October 20. For more 
information call the show's organisers, Blenheim Group 
plc, on 081-742 2828 

Future Entertainment Show Earls Court 2, London. 
Wednesday, October 26-Sunday, October 30. The latest in 
computing and interactive entertainment, plus the final of 
the National Gamesplaying Championship. Call 0369 4235 
Acorn World Computer Show Wembley Exhibition Centre. 
Friday, October 28-Sunday, October 30. A must for all 
Acorn users. Call Acorn Computers on 0223 254254 
Information Technology Exhibition City IT, Canberra, 
Southampton Dock. Thursday, October 27—Sunday, October 
30. Call Richmond Events Ltd on 081-332 2422 


November 


Software Development Exhibition National Exhibition 
Centre, Birmingham. Tuesday, November 22- Thursday, 
November 24. Call Blenheim Online on 081-742 2828 
Computers In Manufacturing Exhibition National 
Exhibition Centre, Birmingham. Tuesday November 
22-Thursday, November 24. For further details call 
Independent Exhibitions Ltd on 0932 564455 
IMAGICAD Lyon, France. Wednesday, November 
23-Friday, November 25. CAD/CAM graphics event. Call 
Reed Exhibitions Co Ltd on 081-948 9800 


Show organisers: if your show isn't listed here, 
it’s only because you haven't told Edge about it. 
Do so on 0225 442244, fax us on 0225 446019 


or send details to Datebook, Edge, 30 Monmouth 
Street, Bath, Avon BA1 2BW 
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Stay on the 


or serious gamers, Edge is an essential 
etwork of videogames intelligence. But 
ecause Edge is not available 
everywhere, trying to log on can be a frustrating 
experience. Access is often denied. 

So get wired up and subscribe. Not only 
does subscribing ensure that you 
receive every issue of Edge, no 
password required, but it also 
bestows on you a heap of other 
benefits: free delivery, two free issues, 
a free Edge slipcase, plus — for those 
paying by direct debit — £4 off the 
price of a year's subscription. 

And subscribing to Edge couldn't 
be easier. Simply select one of the 
following options: 

l. Fill in coupon | and send it with the 
necessary payment to the address 
below. By subscribing you're rewarded 
with two extra issues — 14 for the 
price of 12 — plus a free slipcase 
(worth £6), plus Edge delivered to 
your door every month free of charge. 
2. Use our direct debit option and not 
only do you get 14 issues, plus the 
slipcase, plus free delivery, but you 
save another £4. Just fill in coupons 
and 2 and send them both to the address below. 
Edge Subscriptions, Future Publishing Ltd, 
FREEPOST (BS4900), Somerton, Somerset 
TAII 6BR, United Kingdom. 


During August, new Edge 
Edge 13 is onsale August 25. subscribers can take 
advantage of a special 
discount: 12 issues for 
£25 (a saving of £11) or 
six for £15 (a £3 saving).* 
But hurry - this offer 
lasts for one month only. 


* Offer open to UK subscribers only. 


Note: Paying by direct debit? Fill in the 
direct debit form and send it, together with 
your completed subscription order form, to 
the above address. The direct debit option is 
only available to subscribers with a UK- 
based sterling bank account. Direct debit 
payments are deducted annually in advance. 


The videogames industry's 
Magazine Of The Year 
trophy, which now has pride 
of place in the Edge office 


free issues 
and a free slipcase 


As an Edge subscriber you 
benefit from: 


Two free issues of Edge when you take 
out a year's subscription — pay for 12 and 
receive |4 


Free Edge slipcase worth £6 


Save :4 when you take the easy 
payment direct debit option 


Free delivery to your home 
(UK residents) 


Price freeze - the price you pay 
now is fixed for the duration of your 
subscription 


You are guaranteed to get every 


issue — you'll never miss essential information 


e 
our no-risk guarantee means you can 
always cancel later with no penalty 


HOTLINE: 0225 822511 (between 8:45am and 6pm) 


EDGE subscription order 


"m I want to subscribe to Edge, and receive 14 
issues for the price of 12 


£25 UK" £21 UK direct debit" 
‘Includes free slipcase worth £6 


£63 Europe £92 Japan, US 


& rest of world? 
Six months' subscription 
£15 UK |_| £42 Europe 
£60 Japan, US & rest of world’ 


Overseas subs are sent by Airmail 


I’m going to pay by: 


Cheque (payable to Future Publishing Ltd) 


Direct debit 
Е Ассеѕѕ [ | Visa 


Card expiry date 


EC customers registered for VAT: 
please quote your number when ordering 


EDGE direct debitform 


Fill in the direct debit form and the subscription form if you wish to subscribe to Edge and pay directly 
from your bank account. Paying by direct debit saves you £4 from the price of an annual subscription. 
If you wish to pay by cheque or credit card, just fill in the form above. 


subscribe 


Edge SC/0994 


Credit card number 


EN 


Name 
Address 


iura cmi On Ө ПЕТ СОП аг —.. 7 лш 
Telephone питһег 


Tick here if you are willing to take part in Edge 
research 


Note: if you are planning to subscribe by direct debit, don't 
forget to fill in the direct debit form on this page — and send it 
to us along with your subscription form. We will then send the 
direct debit form to your bank to arrange for payment. 


DIRECT 
Debit 


EDGE direct debit form Originator's ID: 930763 


This form instructs your bank or building society 
to make payments direct from your account. 
Please complete all five items and send it to us 
as directed. 

(Banks and building societies may refuse to accept 


instructions to pay direct debits from some types of accounts) 


1. Full address of your branch 


To: The manager 


2. Account number: 


3. Sort code: 


4. Account in name of: 


Instructions to 
bank/building society: 


I instruct you to pay direct debits from my account at the request of 
Future Publishing Ltd 

The amounts are variable and may be debited on various dates. I 
understand that Future Publishing Ltd may change the amounts 

and dates only after giving me prior notice 

I will inform you in writing if I wish to cancel this instruction 

I understand that if any direct debit is paid which breaks the terms 
of this instruction, you will make a refund 


5. Signed 


Date 
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viewpoint 


Write to: Edge letters, 30 Monmouth Street, Bath, Avon BA1 2BW. (Sorry, no personal replies) 


М oar of the cat? Whimper 

„ | of the kitten, more like. 
œ = What on Earth are Atari 
up to? It's been over seven 
months since the Jaguar first 
appeared (albeit in limited 
quantities) and yet, after all this 
time, there are still only five 
games available, three of which 
are instantly forgettable. | don't 
know about anyone else, but l, as 
a Jaguar owner, find that 
extremely worrying, especially 
with only a few months to go 
before PS-X and Saturn arrive at 
UK importers. 

Why is it always the same 
with Atari? They've messed up 
so many times in the past that 
it's hard to understand why 
people still take any notice of 
them. In fact, I’m beginning to 
wonder why | bought the 
machine in the first place, nor 
can | work out why it’s selling so 
well in the US (allegedly) — why 
aren't people taking their Jaguars 
back, as they did with 3DO? 

Gamefan magazine are 
forever gushing about how 
committed Atari are to the 
Jaguar project, but, frankly, | find 
it hard to share their sentiments. 
Having learned from the 
aforementioned magazine that 
Atari intend releasing five titles 
before the Chicago CES, | can’t 
help wondering how long they’ve 
actually been ready. What games 
are they? AVP, Redline Racers, 
Kasumi Ninja and Doom have all 
been put back (or so I’ve been 
told), and nobody seems to 
know anything about Battlezone 
2000, which was originally 
announced last year. Another 
surprise release like Tempest 
2000, perhaps? The danger now 
is that having gone for so long 
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without any new titles, Atari will 
think that they can release what 
they like and people will buy it, 
regardless of the quality. 

If Atari are so disorganised 
now, | dread to think what will 
happen when the competition 
really hots up. It's a crying shame 
that they've wasted what was a 
good opportunity to make an 
impression, because many 
thirdparty developers have 
praised the hardware, and the list 
of developers and planned titles 
looks quite promising. 

Call me a moaner if you like, 
but all I’m saying is that Atari 
must pull their fingers out and 
show people that the Jaguar is a 
capable system worthy of their 
attention, otherwise it will end 
up being consigned to the 
dumper like almost every other 
Atari machine before it. 

Julian Roche, 
Altrincham 


The Jaguar is beginning to look 
like the biggest missed chance 
since Trip Hawkins said consoles 
were a passing fad. The truth is 
that it just isn't 'hot' any more: 
six months ago it was a legend, 
but now it's more like a fairy 
tale. Atari have totally missed 
their launch window and unless 
they get their act together, ship 
the machine in sensible numbers 
and get games in the shops, the 
Jaguar will have the same life 


expectancy as the species PE 


it takes its name from. 

have read Edge since 
issue | and enjoy the 
great writing style and 
layout of your wonderful 
magazine. Personally, | am much 


According to Julian Roche, the Jaguar is an innocent victim of Atari's 
negligence, and the company's past record virtually ensures its failure 


more into the serious side of 
computers and only occasionally 
play games. | have had an idea 
which could be very popular: 
why not have one version of 
Edge for 'the future of 
interactive entertainment' and 
another for 'the future of 
interactive applications', or 
something along those lines. | 
can't think of one multiformat 
computer mag that isn't 
dedicated to games. You could 
call one magazine ‘Gaming Edge’ 
and one ‘Serious Edge’. | think 
Edge's style would be perfectly 
suited to such a magazine. 

Nick Donnelly, 

Ely 


Producing one Edge each month 
is enough grief. Also, the blend of 
serious computing stories, 
videogame reviews and features 
on gaming technology makes for 
a much more varied magazine. 
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Split it in two and you'd probably 
end up with a dull computing 


mag and yet another 
frivolous games mag. 


= 


would like to add to 

what Joe Hind said 

about Acorn [Edge 10]. 
The figures you quote for the 
market share of Acorn and 
Apple are unfair, as a large 
percentage of Archimedes games 
are distributed through specialist 
firms that don’t show up in these 
figures. Acorn’s historic turnover 
is higher than Apple UK’s (even 
though the average cost of an 
Acorn is lower). | estimate that 
there are slightly more Acorns in 
home use in the UK than Macs, 
and there are about 350,000 
Arcs worldwide (mostly UK). 

The home Acorn market is 

currently growing quite fast in 
both the UK and Germany. 
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Software houses such as US 
Gold, Gremlin, Millennium, 
Krisalis and Renegade are 
recognising the true size and 
potential of the market. 

In addition to conversions, 
games such as Stunt Racer 2000, 
Virtual Golf, The Dungeon, The 
Crystal Maze, Axis and Spheres Of 
Chaos, if seen, would greatly add 
to the machine's reputation. 

On a final note, what about a 
RISC PC with ARM 800 and 
Pentium running the Taos 
operating system (as well as 
RISC OS, Windows and UNIX), 
with a 3DO upgrade board 
(cheap, as it uses the RISC PC's 
CD and ARM chip) and a Jaguar 
board running through the 
Pentium processor, and also with 
software MPEG playing through 
Acorn's Replay system or Eidos 
movie playback? Much of this 
exists or is in development. 

Paul Biggs, 
Derby 


Edge accepts that there is an 
Acorn games market, but the 
Archimedes has a long way to go 
before a significant number of 
gamers recognise its potential. 
Acorn may sell more 

machines than Apple UK, but 
compared to global Macintosh 


sales, the Archimedes' 95 


userbase is tiny. 

am writing in response 
to the reply you gave to 
a letter in Edge 9 by 
Frank O'Connor. Although | 
though you were right to point 
out that Sega have a perfectly 
valid hardware release schedule, 
| thought you were a little quick 
to criticise Nintendo. Although | 


SPEEDO 
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Ors 1"16 


Virtua Racing with bells on? Simon Phelon is baffled about the Mega 
Drive racer’s apparent ability to cause telephones to ring 


concede that no-one has seen a 


Project Reality system yet, may | 
remind you that no-one has seen 
a working Saturn either — how | 
laughed when | read that the 
prototype shown in Japan was no 
more than a lump of wood. Did 
it occur to you that Nintendo 
may in fact be just as far down 
the development line as Sega or 
Sony, but unlike them, Nintendo 
have made a conscious decision 
not to tell the world of their 
progress? Because they have not 
gone public, no casual onlooker 
knows what Project Reality will 
be like, but more importantly, 
neither do Sega or Sony, Project 
Reality’s main rivals. Conversely, 
since Sega and Sony have 
released specs for their new 
machines, Nintendo know 
exactly what their new machine 
will be up against. Do you 
honestly think that Nintendo, the 
single biggest player in today’s 


The RISC PC combines traditional Archimedes characteristics with PC 
compatibility. But will gamesplayers buy it? (See Paul Biggs’ letter) 


videogames industry, are about 
to pack their bags and call it a 
day? | feel | could almost 
guarantee that Project Reality 
will be the greatest success of 
the next-generation machines. 
Allen Barton, 
Belfast 


Edge never suggested that 
Nintendo were about to ‘pack 
their bags and call it a day’. What 
Edge said was that for Nintendo 
to be seen to be doing nothing, 
while their competition was hard 
at work producing silicon could 
be a dangerous game. However, 
the pleasantly premature arrival 
of Ultra 64 at the CES (see 
News) confirms that Nintendo 
prefer to beat a real drum 

than a virtual one. 


read with surprise the 
claim made in issue |0’s 
News section about 
imported versions of Virtua 
Racing causing phones to ring. As 
a technical officer with BT, | 
would be interested in any 
further details on this subject, 
especially in view of the fact that 
to cause a normal phone to ring, 
75 volts AC must be applied to 
the B leg of the customer's 
exchange line. Obviously, if a 
DSP chip is capable of producing 
this condition, there is some 
cause for concern. 
Simon Phelon, 
Bristol 


Cordless telephones are the 
problem, apparently. But, lets 
face it, this is the first time for 
ages that a Sega game has 
rung any bells at all... 


viewpoint 


rip Hawkins' view of the 

PC as a ‘transitional’ 

step to his 
underspecced 3DO system 
seems rather presumptuous. 
Likewise, the way that a 
respected magazine like Edge 
seems to be writing off the 
future of the PC seems slightly 
premature. At the moment, the 
PC is not cheap enough to be 
bought simply as a games 
machine, but in the future a 
machine that offers education, 
information, communications, 
video conferencing, multimedia, 
the opportunity to work at 
home and great games will be 
much more tempting to the 
home user. The upgradeability of 
the PC has caused incompatibility 
problems, but these should be 
solved to a large extent by the 
arrival of Chicago. Sending your 
system back to the dealers once 
every two years for an upgrade 
seems better than having to pay 
out money for a computer and 
seeing it superseded by a more 
advanced model months later. 
Microsoft have just announced 
that they intend to build game- 
specific features into their new 
32bit operating system, which 
will be a great boost to 
developers. id hope to have 


James Reed believes that 
developments in the PC field 
will make consoles redundant 


SVGA Doom running in a window 
by Christmas. 

By the time the PlayStation 
arrives in this country, which 
could easily not be until 
Christmas '95, the price of the 
Pentium may well have fallen to 
under £700. Once we are all 
playing 64bit, arcade-perfect VR 
conversions of Ridge Racer on 
our humble PCs, Sony's system 
will seem (God forbid) 
underpowered. 

James Reed, 
Chichester 


Part of Edge's concern over the 
PC lies in the argument between 
raw computing power versus 
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While the world enthuses about Donkey Kong Country, are Nintendo 
busy creating the definitive 32bit system? (See Allen Barton's letter) 


specialist silicon. The fact is, the 
Pentium's number-crunching 
capabilities still can't compare 
with the awesome custom 


hardware in machines like "ii 
the PlayStation. 


| ith so many consoles 
_ available and yet more 
^" on their way, all of 

which will be incompatible with 
each other, everyone is getting 
confused about which machine 
to buy. 

| have a solution to this 
problem. Why don't all the big 
console companies — Sega, 
Nintendo, Sony, etc — team up 
and create a console between 
them, one which is totally 
upgradeable? They already have 
the technology to produce 
amazing machines, so why not 
make one base unit which you 
never need to throw away but 
can just add bits to when 
needed? The machine could be 
like a cross between a PC and a 


EGA 
SONY 


Will these three companies 
ever forget their differences? 
(See Matt Hallsworth’s letter) 


console, but not as fiddly to use 
as a PC, so that everyone could 
use it with relative ease. 

The market for such a 
machine would be absolutely 
huge. More people would part 
with their cash, safe in the 
knowledge that it would last for 
ever. If such a large market was 
created, maybe the price of 
games would be reduced, so at 
the end of the say the consumer 
would reap the benefit. 

Matt Hallsworth, 
| Stockport 


The dream of a global standard 
hardware will probably remain 
just that, at least for the 
foreseeable future. The problem 
is that getting huge companies to 
work together — especially 
sworn enemies like Sega, 
Nintendo, Sony and so on — is 
practically impossible. If 
Nintendo and Sony can't even 
produce a CD-ROM-capable 
SNES, how the hell can they ever 
agree on a standard? These 
companies don't want to be part 
of a standard; they want to be 
the standard. 

It's a shame, because 
incompatibility is the one thing 
that will stop videogames/ 


interactive entertainment E 
entering the mainstream. 


am writing to complain 
about the inconsistency 
of Edge. | refer to issue 
9 in which, on the inside back 
cover, it says: ‘Next issue, Edge 
examines the cult of the Neo- 
Geo, SNK's hugely powerful 
home arcade system.' It also 
specifies the release date of the 


next issue. | waited patiently until 
May 26 and found that Edge was 
late. | thought to myself, well, | 
can cope with that, as long as | 
get to read about the Neo-Geo. 
However, not only was Edge a 
few days late, but there was 
nothing on the Neo-Geo in the 
issue. This was the first time | 
had decided not to open the 
magazine before buying it, and it 
turns out to be the worst 
mistake | have ever made. 

There is no question that 
Edge is in a class of its own, and, 
as a professional in the software 
field, | find it very informative — 
so much so that | have 
recommended it to many others 
in the field. It now appears that 
Edge, like other magazines, has 
got sloppy. Not only have | 
wasted £3 but | have also wasted 
my time writing this and going to 
the shop to buy the issue. | even 
wasted time checking with my 
colleagues to determine whether 
my copy of Edge was a misprint. 
What are you playing at? 

Raymond Westwood, 
London 


comment on the system until the 
Tokyo Toy Show in early June. 

If buying issue 10 was the 
worst mistake you have ever 
made, you must live a blissfully 
trouble-free existence. And 
claiming that Edge is 
‘inconsistent’ after just one 
inconsistency is perhaps a slight 
overreaction. Come on, admit it: 
you would have bought that issue 
anyway, wouldn't you? 


irst: Trip Hawkins. How 

can traditional cel 

animation be more 
important than polygon 
rendering? If realism is to be 
achieved in videogames, the only 
way is through polygons. 
Terminator 2 and Jurassic Park 
demonstrate that the most 
breathtaking effects can only be 
established through manipulating 
high numbers of polygons. If Mr 
Hawkins does not realise this, | 
have doubts about the levels of 
realism the 3DO can reach. 

| am also quite disturbed that 

Mr Hawkins seems keen to 


The Neo-Geo’s failure to make its scheduled appearance in Edge 10 
caused some concern (see letter from Raymond Westwood) 


True, we printed a large 
proclamation to the effect that 
issue 10 would include a feature 
on the Neo-Geo. And equally 
true, issue 10 was surprisingly 
devoid of anything even vaguely 
Neo-Geo-related. As explained 
in the same issue, SNK were on 
the brink of a hardware 
announcement (the Neo-Geo 
CD, revealed in issue 11) when 
Edge was scheduled to 
interview them in Osaka. 
Because of this, it simply wasn't 
worth going ahead with it at the 
time — SNK were refusing to 
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promote the interactive 
multimedia concept. While 
talking encyclopaedias may 
appeal to some, concentrating on 
this approach means that 
interactivity takes a nosedive in 
favour of audiovisuals which 
become dull after a few viewings. 
Thankfully, the sheer power 
Sony are pumping into the PS-X 
to make it render realtime shows 
that some hardware developers 
have realised this problem. 
Second: the Jaguar. 
Admittedly, it seems a very 
powerful machine, but so was 


the Lynx when it was released. 
Unlike the Jaguar, Atari had no 
real performance competitors in 
the Lynx market, but even then, 
they failed to sell it. Now, with 
the imminent release of 
competing machines, how can 
they possibly succeed? A miracle 
machine is not miraculous when 
the parent company, as well as 
thirdparty developers, fail to 
produce a ‘killer app’. 
Cybermorph has unimaginative 
graphics and repetitive gameplay, 
while Tempest 2000 will become 
dull very quickly. The Jaguar is a 
great machine, but it is a shame 
that it had the misfortune to be 
created by Atari, a company with 
a history of failed ventures. 

Third: the CD32. | am grateful 
that you have exposed this cheap 
attempt by Commodore to enter 
the 32bit market. Bolting on a 
CD player is an underhand 
method of attracting sales. The 
machine has a poor spec and 
games of dubious quality. How 
many times do Commodore 
expect to sell the Amiga to us? 
I’m sorry, but | see nothing in 
this grey box to attract me. 

So where does that leave us? 
It seems that, once again, we 
must turn our hopes to the East 
for the next generation of 
videogames hardware. 

Daryll Ng 


Trip knows the importance of 
polygons — that's why his next 
system features polygon 
rendering so highly (see News). 
Atari, on the other hand, would 
have you believe that Tempest 
2000 is a ‘killer app’, while 
everyone else knows that a 
revamped 13-year-old game is 
unlikely to get people flocking to 
the system, however good it is. If 
software for the forthcoming 
Japanese consoles is as good as 
the hardware promises, then yes, 


it looks like the future ae 


belongs to Japan. 

= very month in Edge | 
` read conflicting reports 
. == about the Sega Saturn 
and what it is capable of. For 
instance, one month you stated 
that an exact conversion of Virtua 
Fighter would be possible, and 
the next | read an article stating 
that the Saturn version will have 
fewer polygons than the arcade 
game. Surely this means that the 
Saturn is not actually more 
powerful than the Sega Model | 
arcade board, as you keep 
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saying? Besides, the mark of a 
powerful games system is not 
just the number of polygons it 
can shift; there are other 
contributing factors. | suspect 
you are raising the hopes of your 
readers to deter them from 
purchasing an Atari Jaguar, which 
is already available over here, 
albeit in small numbers. 

Another point | must make 
concerns the use of CDs as a 
storage medium. | have never 
played — if that's the right word — 
a decent CD-based game in my 
life. CDs are not the way 
forward. The drives are still 
much too slow — and yes, that 
does include triple-speed 
systems. Both Atari and 
Nintendo have recognised this 
fact. Please do not raise readers' 
expectations of these systems, 
and give Atari credit where it's 
due. With the Jaguar, they have 
released a very powerful system, 
and there will not be another 
machine to rival or surpass it 
until well into 1995 — the 'release 
dates' you have been stating for 
Sega, Sony, etc are a long way 
from being fixed, as each 
month's Edge reveals. 

Paul Phillips, 
Stansted 


Edge isn't entirely to blame for 
the ‘changing’ performance of the 
Saturn — Sega Of Japan have 
never released a complete specs 
list, and — so far, at least — many 
of the details, such as numbers of 
polygons, have been arbitrary 
figures thrown around by the 
Japanese press. And deliberately 
misleading development footage 
from Sega means that journalists 
haven't exactly had an easy time 
getting the true story. 


Edge gave Atari credit for 
the Jaguar when it was released, 
but having only six games 
available after seven months is a 
pitiful performance. Never mind 
rival hardware not appearing 
until 1995; the way things are 
going it might take that long for 
Atari to get around to releasing 
the next Jaguar game. 

Finally, for the ultimate 
exposé on the shortcomings of 
CD-ROM and the misplaced faith 
being placed in its role in the 
games market, see Edge 2. 


| he best aspect of your 
fine magazine is 
undoubtedly the almost 
completely unbiased opinions 
presented within its pages. 

However, there is one thing | 
have noticed since issue | of 
Edge: every time a spanking new 
piece of hardware is announced, 
you go potty over it. Then, as 
soon as something else is 
proclaimed, you almost 
immediately switch your 
allegiance to the new machine. 

One example of this is the 
3DO. In the first few issues you 
went mad over it. Then the 
Jaguar was announced, and as far 
as Edge was concerned the 
3DO was dead. No sooner had 
the PS-X and Saturn been 
revealed than you started 
drooling about them, and the 
Jaguar was suddenly defunct. I’m 
willing to bet that after Saturn 
and PlayStation have appeared, 
you will lose interest in them and 
start touting the Ultra 64. 

When is Edge going to stop 
becoming seduced by desirable 
new systems and start giving 
existing machines a fair chance? 


Saturn’s specs have always been subject to a certain amount of 
speculation, conjecture and plain guesswork (see Paul Phillips’ letter) 


viewpoint 


Remember, the 3DO is still out 
there fighting. 
Simon Grierson, 
Meopham 


Edge hardly ‘went potty’ over 
the 3DO or Jaguar. Did you read 
the feature about the 3DO hype 
machine in the launch issue of 
Edge? Or perhaps you caught a 
glimpse of Edge 2’s first full 
report on the Jaguar, which 
concluded: ‘Could the cynics be 
right in saying it will follow Lynx 
and Falcon on the endangered 
species list?’ Many of Edge's 
opinions are shared by the 
videogames industry — it is 
generally accepted that 3DO and 
Atari have been caught out in the 
cold as rival games technology 
has hotted up faster than they 
anticipated. Surely there’s no 
point in pretending that these 
guys are going to have an easy 
ride? 


— n Edge 2 you devoted 
_ ten pages to a feature 
= about the drawbacks of 
CD-ROM as a games medium 
The feature told the truth about 
CD, with ‘dumb’ and ‘slow’ just a 
couple of the words you used to 
describe it. You also said that 
realtime 3D rendered graphics 
cannot be produced with 
CD-ROM. This all made sense. 

A few months later the PS-X 
and Saturn surfaced, with both 
systems sporting CD-ROM 
drives and, confusingly, promising 
realtime rendered 3D games like 
Ridge Racer and Virtua Fighter. 

How are such amazing 
graphics going to be produced in 
realtime on CD? Please explain 
how the situation has changed. 
Tekin Suleyman, 

London 


A slight misunderstanding. The 
feature in Edge 2 pointed out 
that CD-ROM was being misused 
in games. Pre-rendered 3D 
games (7th Guest et al) rely on 
video streamed off the CD: the 
computer or console doesn't 
calculate the images in realtime, 
it just displays them like video 
footage. However, newer 
CD-based consoles rely less on 
pre-rendered images, because 
their powerful 3D hardware can 
generate graphics of a similar 
quality in realtime — or at least 
the gap between the two is 
narrowing. Basically, CD-ROM is 
nothing more than a cheap 
storage device. 
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Mortal Kombat Il Cannon Fodder 2 Sensible Golf Iron Soldier Off-World Interceptor 
FIFA International Soccer Under A Killing Moon Donkey Kong Country 


Screen 


27 Mortal Kombat || ™ 


t’s about time, and slowly but 
surely, software is surfacing for 28 Sensible Software 


current machines that's exciting 


enough to steal some attention from the Cannon Fodder 2 EU 
next wave of hardware. Like Rare's - AMIGA 
beautiful, if not entirely revolutionary, sensible Golf 
Donkey Kong Country — a game with . JAGUAR 
some truly drop-dead visuals. 32 Iron Soldier 
As hardware commitments for the РС 
300 gather impetus, the machine's 35 Dark Forces 
software schedule is also looking RR 
increasingly healthy. Soon to grace 36 Off-World 
3DO screens are the smooth-scrolling Interceptor 
FIFA Soccer and Crystal Dynamics’ ырс E ННВ ына UE S 
Wildtrax-styled Off-World Interceptor. 38 FIFA International SR 
Iron Soldier is the first Jaguar game S 
from German-based developers Eclipse. occer 
Atari will no doubt be hoping it can stir ES 
up a little interest in a console that is 40 Under A Killing i 
rapidly losing believers. Moon 
And to prove that the "interactive рун эша д иу UN tV ed RR 
movie’ concept is still surviving, along 42 Donkey Kong src 
comes the PC's Under A Killing Moon. Country 


Could it succeed where others {= 
have so spectacularly failed? 


prescreen 


While Capcom’s latest SFII sequel squares 
up on the SNES and Mega Drive, its 


M Q rta deadliest rival is also preparing for battle 
Kombat II 


Format: SNES/MD 
Publisher: Acclaim 


Developers: Sculptured 
Software (SNES) 


Probe (MD) 
Release date: September 13 
Size: 24 Mbits 
Origin: US 


ideogame sequels 
should, almost by 
definition, offer 
something more than 
their predecessors. 
Whether in the 
graphics, sound or game structure 
departments, a clear improvement Scorpion attempts to impale Baraka 
must be evident for the game to be a eee 
deemed a worthwhile effort. Mortal 

Kombat II in the arcades respected 


Both the SNES version this rule; it was bigger, faster, huge 24-meg cartridge ensured that 
(top) and the Mega smoother, sleeker, gorier and generally everything could be included: the 
Drive game (middle) better than the coin-op original. Far, moves, the characters, Fatalities, 
have captured the look far better, in fact. Babalities, Friendships and all the 
of the coin-op (bottom). Р om : 
Let's j At first, arcade fans dismissed the Kintaro morphs you can handle. The 
just hope they А = ү $ 
play as well, too... sequel as just ‘another’ Mortal Kombat game's look and feel has also been 
— nice graphics, lots of blood, but zero faithfully reproduced; all the 
playability. However, those who played idiosyncrasies that enhanced the 
it found that beneath all that gore arcade game are present in both the 
lurked a playable and well-rounded console versions. 
beat 'em up. Some people were even With yet another Street Fighter II 
brave enough to claim it was better upgrade already upon us (see Super 
than a certain Capcom game. Street Fighter II review on page 62), 
The home versions actually Mortal Kombat II couldn't have come 
compare very well with the coin-op. at a better time. Beat 'em up fans who 
There was some concern about have become disillusioned with the 
whether consoles could cram in all the Capcom game may now have a ЖЕ 
features of the arcade game, but a real alternative. 
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Jax gets hold of Johnny 
Cage (top), while Sub 
Zero attempts to freeze 
Milena (middle). As 
Johnny advances, Baraka 
leaps over him (bottom) 


Thankfully, both console versions will ... Including Fatalities, Babalities and 
include all the coin-op’s secrets... these Friendships (above, left and right) 
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Sensibl 


Software 


Sensible Software's cult status 
belies the fact that they are among 
the few remaining producers of 
good, solid gameplay. Edge scouts 
out two more potential classics 


Those who've missed the Cannon Fodder 
experience should seek it out - the sequel 
(above and left) promises more fine blasting 


affron Walden is 
the sort of place 
where there's 
one hairdresser 
for every 100 
people, the 
constabulary still ride around on 
pushbikes, there are more antique 
shops than fast food joints and the 
only place to get a drink after 

| | o'clock is the local hotel. So it's 
fitting — in an eccentric, mad dogs 
and Englishmen kind of way — that 
the most unconventional software 


$$669€5060€49066409097602552662929996626260 


е 


house in Europe choose to make 
their base here. 

Sensible Software live in the 
centre of the town, just past the 
market and within crawling 
distance of four pubs. The only 
indication of their presence is a 
tiny sticker on the front door — 
Sensible save their grand gestures 
for their games. 

John Hare and Chris Yates 
have been coding together for 
nearly ten years, serving their 
apprenticeship on the C64 before 
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In this early version of the game it’s possible to lob grenades over 
the barracks into the doorways, making easy meat of the fleeing 
soldiers. The finished game will make things more strategic, though 
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graduating to the Amiga. Their 
games have always had something 
of a cult following, so it was only a 
matter of time before a publisher 
persuaded them to convert their 
most successful titles onto the 
consoles. The result was that 
Sensible Soccer appeared on the 
SNES and Mega Drive, where it 
enjoyed considerable success. 
They've spent the last year 
just converting that game onto 
other formats and updating the 
teams to include all the World 
Cup players, a task which Jon and 
Chris hate. They'd far rather be 
creating new games than wading 
through Mega Drive source code. 
Thankfully, they also have one 
new title and one sequel on the 
way: Cannon Fodder 2 is currently 
in development, and Sensible Golf is 
being landscaped; both are due out 
towards the tail end of the year. 


Sensible Golf, .,. , 


styled like Sensible Soccer, will 
simulate 72 holes of Jimmy 


ANUCU G- MY 
Asa ت‎ a M 
Cannon Fodder 2 comprises 72 missions, as before, but promises a greater 
variety of graphics and level styles. Of course, it will still be tough as old boots 


Tarbuck’s favourite game. These 
will be used (in various guises) on 
20 courses. The golfers will be 
about the same size as Sensible’s 
footballers, but the resolution will 
double on the greens. Although 
top- and backspin options will be 
available, PGA Golf-style variables 
and minuscule factors like foot 
position, which most golf games 
thrive on, have been excluded. But 
will there be any of the famed 
Sensible silliness? 

‘Lots of silly stuff is planned,’ 
says Jon, ‘but whether we get 
round to it is another matter. 


There should be little touches 
with caddies and we’re hoping to 
include some digitised speech 
between the players, so that if 
someone does a good shot the 
others call him a wanker.’ 
Whether extras like these 
end up in the game is questionable, 
because, as Jon points out, the 
publishers would rather have a 
finished game than wait another 
month while the team add lots of 
bottom gags. For instance, there 
was a flasher in Cannon Fodder 
who got missed out because 
deadlines were looming — he may 
yet appear in the sequel, though. 


The team are still 


undecided about what exactly 
they’re going to call the follow-up 
to Cannon Fodder. Jon points out 
that they were contracted to do 
‘Cannon Fodder, the sequel’, so it 
will probably just be called Cannon 
Fodder 2. The principal difference 
between the old and the new 


As in the original game, a map can be called up to detail all the traps and 
enemy hide-outs. Later missions require expert planning - and lots of lives 


*We'd love to have a Christmas one, two and three in the charts. 
We could do it, too - we've got the one and two positions now' 


Jon Hare, Sensible Software 
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Jon Hare, Sensible Software 


two years it’s going to be 


t mach 


But right now, trying to get money to develop for i 


‘The PlayStat 
massive. 


prescreen 


game are the five new graphics 
styles. The actual game engine is 
the same, but there will be new 
environments, new challenges and 
new vehicles for devotees to get 
to grips with. 

Jon was prepared to reveal 
that there would be a ‘straight’ 
Beirut level, using modern 
weapons of warfare. To 
counterpoint this, there will also 
be a medieval level, featuring a 
witch on a broomstick in place of 
a helicopter, and damsels in 
distress instead of hostages. 

Of course, what everyone 
wants to know is, will the 
gameplay be tweaked? Jon feels 
that this was unnecessary: ‘Lots of 
people perceive that they’re not 
getting value for money unless it’s 
changed, and yet when it’s changed 
it’s often for the worse.’ 


The Sensible 


Software 


release schedule is certainly 
looking busy. The release of 
Sensible World Of Soccer will be 
followed by Golf and Cannon 
Fodder 2. “We'd love to have a 


Unlike most console golf games, Sensible Golf will contain 20 
individual courses, constructed from 72 different holes. Once 
the action has reached the green (top), the screen zooms in 


In true Sensible style, there are no oversized graphics in Sensible Golf. But 
you can bet there'll be lots of silly, irrelevant stuff to make you smile 


Christmas one, two and three in 
the charts,’ says Jon. ‘We could do 
it, too — we've got the one and 
two positions now.' 

Jon and Chris have also been 
"looking into' the emerging 
videogame platforms, including 
Sony's PlayStation and Sega's 
Saturn, mainly because they 
reckon that the punters not only 
hunger after new titles but also 
want versions of Sensible Soccer on 
those platforms. But Jon points 
out that it's not cheap to develop 
for these new systems. 

‘The PlayStation is a brilliant 
machine and in two years' time it's 
going to be massive. But at the 
moment, trying to get someone to 
give you the money to develop a 
game for the system, when they 
look at the number of units you're 
going to sell, is very difficult. All 
the publishers who are looking at 
the PlayStation are big-boy 
American outfits.’ 

` Jon confides that there has 
been a lot of interest in Sensible 
from larger concerns, but that 
nobody really understands the 
hassle involved in putting together 
a conversion. ‘They don't 
understand that an original 
product takes a year and a half to 
put together and they all want to 
be in it, like, tomorrow. When 
you point out how long it takes to 
do a conversion and how many 
conversions you'd have to do, they 
can't believe it.' 

But surely, with the | 6bit 
deadwood slowly falling away, 
there will soon be fewer platforms 
to develop for? ‘Yeah, we'll 
probably be left with Saturn, 
PlayStation and CD-ROM as the 
main players,’ says Jon. ‘I think the 
PC will turn into a CD machine 
and the Amiga will hold its own.’ 
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Visitors to Sensible’s rural 
HQ may spot a Silicon Graphics 
workstation nestling in the corner 
of a room. What is Jon cooking up 
on the games industry’s favourite 
plaything? ‘We're creating a 
CD-ROM game on the SGI,’ he 
replies. ‘It’s a fun game about being 
a rock star.’ Apparently, the new 
project is a kind of strategy game 
in which you've got to finish in the 
top position out of 100 hopeful 
rockers, the idea being that you 
score points for trashing a hotel, 
but none for writing the winning 
Eurovision entry. ‘It’s effectively 
like a high score table,’ says Jon, 
‘with Jimmy Hendrix at the top 
and Cliff Richard at the bottom.' 

The game won't see the light 
of day for at least another year, 
though, because of the various 
other Sensible projects demanding 
the team's time (and not least 
because of the recent World Cup, 
which took a month out of John's 
and Chris's schedules). 

Sensible may have made their 
name on the Amiga, but they don't 
seem to be overawed by new 
hardware developments. It will be ` 
interesting to see what they can 


come up with for the dm 


next-generation consoles. 


Credits 

Cannon Fodder 2 
Programmer: Jools Jameson 
Graphics: Stuart Cambridge 
New graphics: John Lillee 
Design: Jon Hare 

Level design: Stuart Campbell 


Sensible Golf 


Programmer: Jools Jameson 
Graphics: Stuart Cambridge 


New graphics: Chris Yates 
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3DO Interactive Multiplayer System 
at the most exciting experience of the year. 
The Panasonic Juggernaut Roadshow 


will Juggle your senses. 


RE ASL 


IDO INTERACTIVE MULTIPLAYER 


Roadshow Venues 


23-24th July 
Thorpe Park Surrey 


26-28th July 
New Forest Show Brockenhurst 


30-3151 July 
Fairford International Air Tattoo 
Gloucester 


2-7th August 
Swanage Regatta & Carnival Dorset 


9-10th August 
Lakeside Thurrock Essex 


12-14th August 
Northampton Balloon Festival 


17-21st August 

Airborne '94 Eastbourne 
24-27th August 

Dartmouth Royal Regatta 
29-30th August 

Aintree Show 

1st Sept 

American Adventure Derbyshire 
3-4th Sept 

Sheffield Show 


7-11th Sept 
Chessington World of Adventures 


20-25th Sept 

LIVE '94, Earls Court London 
28th Sept. -4th Oct 
Lakeside Thurrock Essex 
9th Oct 

East of England Autumn Exhibition 
Peterborough 

11-15th Oct 

Medowhall Centre Sheffield 
17-22nd Oct 

Woburn Safari Park 

Woburn 

24-29th Oct 

Fairfield Halls Croydon 


2nd Nov 
City of Portsmouth Firework Display 


4th Nov 
26th Big Night Out Suffolk 


7-12th Nov 
Clifton Moor Centre York 


14-18th Nov 
Metrocentre Gateshead 
20-25th Nov 


Covent Garden Piazza London 


These details correct at time of going to 
press. For further info call: 


0800 444 220 
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prescreen 


Iron 


Format: Jaguar 
Publisher: Atari 
Developer: Eclipse 

Release date: Late 1994 
Size: 16 Mbits 
Origin: Germany 


The game to show off the Jaguar's 
much-touted 3D abilities could at last 
be here. Edge dons its assault suit 


while others were still in the early 
stages of development ( Battlezone 
2000). But there were also several 


his year’s Summer games that looked encouraging. This 

CES in Chicago was select band was headed by German- 

used by Atari asa based Eclipse Software’s Iron Soldier, 

launchpad for over 20 which has been in development since 

Jaguar games. They November ‘93. Although the version 

were a mixed bag as seen at the show was still only 50% 
far as quality was concerned: some of complete, it still managed to impress. 
the titles on show displayed a distinct Iron Soldier is based loosely on 
lack of originality (Kasumi Ninja), Battletech, but focuses more on 


combat than simulation. You're put in 

control of a huge robot and have to 
ROCKET LEMPMCHER T battle through the game's 16 missions; 

; | exploring, rescuing and, of course, 
killing are all part of your brief. 
Associate producer Sean Patten 

explains the 
inspirations behind the 
game: ‘I have always 
been a big Mecha and 
Godzilla fan. I^m also 
a big fan of modern 


Iron Soldier' s explosions 
are spectacular (above). 
This one has been caused 
by some carefully aimed - 
not to mention beautifully 
scaled - grenades 


You can move your 
*head' to look 
wherever you want. 
Here, your robot looks 
down on a tank (top) 
and a house (middle). 
An enemy robot takes 
refuge behind some 
buildings (bottom) 


If an enemy robot runs - or lumbers - behind a building, just let loose with some 
missiles and blow the structure into hundreds of polygons (main and top) 


These buildings (above) each consist of 20 polygons. They look very 
bare at this range because, to keep the frame rate up, the detailing 
on objects is turned off when you move beyond a certain distance 


land combat, which explains a lot of 
the weapons and enemies in Iron 
Soldier. The tactics and style of city 
combat appealed to me. I didn't want 
Iron Soldier to be yet another flying 
game, which is why the characters 
remain on the ground.’ 

The game is set in the distant 
future. Rampant industrialisation and 
urbanisation have continued unchecked 
for so long that the Earth's surface is 
now covered with rusting, sprawling 
cities. With conflicts becoming 
increasingly common, there is an 
urgent need for a new type of weapon 
which is able to negotiate this 
landscape and can be mass-produced 
cheaply. So a group of European 
developers invents the Iron Soldier, 
which is capable of negotiating rough 


Those helicopters (top) are well animated and also contain some 
impressive texture-mapped detail. An enemy walks ominously into 
view (above); attack him before he has time to turn and shoot you 


= | 
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When you're close to 
objects, the level of 
detail increases. An 
enemy robot (insert) 


terrain carrying a 
variety of powerful 
weapons. With the 
world economy in a 
disastrous state and 
global war imminent, 
the new Iron Soldier 
is wheeled out for its 
first taste of action. 


These houses are dwarfed by your 
14-metre frame (above). Someone is 
firing at you, but their efforts are wasted 


Running, on 


average, at 30 frames per second, Iron 
Soldier looks stunningly smooth. The 
robots themselves consist of only 
around 200 polygons, but this gives 
them a square, rugged aspect which 
somehow suits the game perfectly. 
There's even a spot of texture-mapping 
on some of the tanks and helicopters, 
which scale smoothly into and out of 
the screen. 

Compared to Atari’s other 
forthcoming Jaguar releases, Iron 
Soldier is technically outstanding. 
Let'/s just hope that Eclipse don't 
neglect to give the game some variety 
— it would be sad to see it go the same 
way as that other Battletech-inspired 
game, Battlecorps on the Mega CD, 
whose principal flaw was 
uninspired gameplay. 
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TIE FIGHTER - PC 


of the Month - 94%. 


X-Wing, and one of THE 
games of the year - 
unmissable! 

Packed with relentless, 


some thoroughly absorbing 
presentation. 


PC Player - Score 5/5. 


PC Gamer, August ‘94 Game 


A more than worthy sequel to 


exciting and ever challenging 
3D combat and wrapped up in 


challeng >, St be. 
3 is more than 


FOR GAMES 


THEME PARK - 
IBM PC / AMIGA / MAC 


From the makers of Syndicate, and 


the all-time favourite Populous, 
Bullfrog has created yet another 


stunning sim! You take the role of a 
nephew that has inherited a fortune. 


from his rich, but eccentric aunt. © 
Your goal is to build the world's 


biggest and most successful theme _ 
park. Not only do you have to build 
your very own theme park, but you 


also have to make sure that your 
visitors are safe and happy. 


Ф. INTERACTIVE 


(the artist formerley known as 
Prince) invites you to roam his 
playground of fantasy and 
music in beautiful rendered 
graphics. Unveil the secrets of 
his world that lie within his 
Foyer, Library, Grand Hallway, 
Dance Club, Boudoir, Virtual 
Video Room and the Studio 
where you can use the funky 
mixer to create your own ver- 
sion of his new song 'Race'. 
Discover the mysteries of 
Interactive. 


KNOW НМУ * KNOW GAMES 


prescreen 


Dark Forces 


The weapons in this 
game are big and 
loud - it's going to be 
a tough battle 
between Dark Forces 
and Doomsday 


Familiar-looking scenes 
like this show how much 
Dark Forces has been 
influenced by Doom 


Format: PC CD-ROM 
Publisher: LucasArts 
Developer: In-house 


Release date: Late 1994 


Size: 1 CD 
Origin: US 


f there's one name 
synonymous with 
quality in the PC 
market, it’s 
LucasArts. Recently, 
however, the 
company’s reign was briefly 
interrupted by a unpretentious little 
game called Doom. So, rather than sit 
back on their not inconsiderable 
laurels, Lucas Arts have blended their 
considerable Star Wars experience 
with the Doom concept, and the result 
is Dark Forces. 

Dark Forces is a firstperson- 
perspective shoot ‘em up with a plot. 
Adopting the guise of an elite Rebel 


All the screens produce an amazing 
sense of scale (above and top left) 


The Star Wars theme is evident throughout the game. The finished 
version promises more frames of animation for all the characters 


agent, your mission is to locate and 
obtain the top-secret plans for an 
awesome new Imperial battle station, 
the Death Star. As you travel through 
the game's 12 worlds, each with 
multiple sub-levels and mini-plots, on 
your way to locate the secret 
blueprints, you have to tangle with 
Admiral Mohe and his Darktroops, 
dodge Stormtrooper laser fire, and 
avoid docking TIE fighters. Offering 
the ability to run, jump, duck and look 
up and down, Dark Forces really does 
seem to take the firstperson shoot 'em 
up genre one step further. 


Released from ,. 


constraints of the traditional 
LucasArts shoot 'em up, Dark Forces 
(complete with Doom-esque graphics 
engine) already looks slick, with depth- 
cued texture mapping, Gouraud 
shading, morphing, variable lighting 
and digitised sound effects. 

And with the next Star Wars 
trilogy a mere six years away, the 
demand for Star Wars-related product 
in the interim is bound to continue. 
Judging by first impressions, Dark 
Forces could make up for the 
abysmal Rebel Assault. 
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This car practises its 
acrobatic repertoire 
(top). An obstacle 
course is looming 
ominously (above) 


rid 


Interceptor 


Format: ЗОО 
Publisher: Crystal 
Dynamics 
Developer: In-house 
Release date: TBA 


Size: 1 CD 
Origin: US 


СЭЗ t's getting so 

` | congested on the 
videogame highway 
these days that you 
| can't go anywhere 
ш * without your path 
Rie Blocked by racing games like 
Wildtrax, Virtua Racing, IndyCar 500, 
Ridge Racer and Daytona USA. And 
now Crystal Dynamics add to the 
traffic flow with their fourth 3DO 
offering, Off-World Interceptor. 

Although Crystal Dynamics’ 

previous action games — Crash ’n Burn 
and Total Eclipse — showed off the 
300/5 impressive texture-mapping 
abilities, both were found wanting in 
the gameplay department. So 300 
owners might be forgiven for 
approaching this particular offering 
with more than a little trepidation. But 
those fears could turn out to be 
unfounded because, in terms of both 
graphics and gameplay, Off-World 
Interceptor looks exceptional. 


You play a Trashman — a sort 


of bounty hunter — on a mission to rid 
the universe of fugitives, criminals, 
terrorists, and anyone else who cares 
to get in your way as you travel at 
speed over the game's harsh off-road 
landscape. On your travels you also 
encounter rival Trashmen, not to 
mention Cash Cops, who try their best 
to make your existence a brutally short 
one. Your objective is to reach various 
‘target points’, take out bosses, and 
generally put an end to wrongdoing 
before someone puts an end to you. 


Crystal Dynamics' special relationship 

with the 3DO continues, with a racing 
game to challenge the best in the field. 
Edge takes the rough with the smooth 


A Trashman attempts to leap through a 
target point (main). Zooming over this 
planet's surface can be fun (insert) 


By far the most dangerous aspect 
of Off-World Interceptor isn't the 
various forms of lowlife you come 
across, but the undulating alien terrain 
you have to traverse. These ‘courses’ 
span nine different alien planets, with 
each one more hazardous than the last. 
Crystal Dynamics have used their in- 
house-developed DCMS - Dynamic Co- 
ordination Mapping System — to create 
realistic 3D hills, valleys, crevices and 
winding mountain roads, with great 
success. Many of the texture-mapped 
landscapes are a joy to watch — 
graphically, this is probably Crystal 
Dynamics' best effort yet. 

Happily, Off-World Interceptor 
moves as well as it looks, with superb 
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prescreen 65 


An enemy Trashman uses these arches as 
a shield. Race through or around them 
and take him out with your missiles 


animation and a healthy 3D update 
throughout. However, the most 
impressive aspect of the whole game is 
without doubt the vehicles themselves, 
which have independent suspension and 
behave just like real 4WD off-road 


vehicles, bumping and hopping over This is one of the target points you 
the treacherous terrain. have to go through (main). Wherever 
One of Off-World Interceptor's most you go, you find bumps (above) 


entertaining features is the cars’ antics 
when they hit a bump and leave the 


ground. Instead of just flying through a desire to see if your car can make it 

the air and crunching into the texture- up that huge mountain, or to test its 

mapped landscape, these little machines capacity to survive a drop to the bottom 

take it upon themselves to perform of a canyon. And unlike Crystal 

acrobatic manoeuvres in mid-air before Dynamics' other 3DO games, you're not Off-Worlid 
landing in catlike fashion restricted to a set path: you have total 
on all four tyres. freedom to go where you want, when Interceptor 

This surefootedness you want. 

inspires confidence in your With Off-World Interceptor, has the 
car’s abilities, and you Crystal Dynamics are also entering the potential 
start to explore the land simultaneous twoplayer field for the 
you're supposed to be first time on 3DO. But instead of to become 
racing on. You experience adopting the horizontal splitscreen the 3DO 


format that has almost become a 


standard for this type of game, they've equivalent of 


sacrificed width for height and chosen - 
a slightly unconventional vertical split. Wildtrax on 
Surprisingly, this works very well: 
both cars are fixed in the centre of the the SFC 
window, with the landscapes moving 
around them, so although the play area 
feels a bit cramped to begin with, it 
manages to capture all of the action 
perfectly — the window scrolls up when 
a vehicle takes off on a ramp, for 
example. And, even more surprisingly, 
there's little trade-off in speed either. 
Off-Road Interceptor has the 
potential to become the 3DO 
equivalent of Wildtrax on the SFC. 
Like Wildtrax, it offers a great 
oneplayer game, while also providing 
the twoplayer game that Wildtrax 
failed to deliver but that was , 


Approach the ramp (top) at speed to get over the spikes (above). Virtua Racing's principal virtue. 
Check out the car's texture mapping as it flies through the air 
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| prescreen 


FIFA 


FIFA gives you a lot of 
scope to determine 
the set-up of your 
team and the way 
each player performs 


Even at this 
early stage, 
it’s obvious 
that FIFA is, 
quite frankly, 
the most 
impressive 
and realistic 
sports game 
on any 
format 


Format: 3DO 
Publisher: EA 


Size: 1 CD 
Origin: US 


f there's one thing 
Electronic Arts are 
famous for, it's 
football sims. And 
‘football’ in America 
means the oval-ball 
variety. So when the company 
announced last year that a Canadian 
programming team, Extended Play, 
were coding a ‘soccer’ game for them, 
many people thought they had made a 
big mistake. They were wrong. FIFA 
Soccer on the Mega Drive went on to 
become one of EA’s most successful 
games ever. 

According to EA’s European 
Product Marketing Manager, Neil 
Thewarapperuma, the 3D0 
conversion wasn't meant to happen so 
soon: ‘The guys at Extended Play were 
just messing about with some 
concepts on the 3DO and 
producing some 
testbeds which we 
may have used in 
the future. But 
their efforts were 
so promising, we 
encouraged them 
to continue work.’ 


Even аё, . 


early stage, it’s obvious that 
FIFA is, quite frankly, the most 
impressive and realistic sports game 
on any format. One of the reasons for 
this is the addition of an extra 
dimension: 'With the original Mega 
Drive version, we had tried out various 
viewpoints,’ recalls Neil, ‘but it was 
the 3D isometric view that the kids 
loved the best. You could see 
everything in detail: the crowd, the 
players, the action, everything. So with 
the power of the 3DO we've attempted 


Developer: Extended Play 
Release date: November 


International Soccer 


After achieving considerable success with 
John Madden, Electronic Arts discovered 
'real' football. Now the 3DO is getting a 
slice of the action. Edge kicks off 


EA are hoping to make the computer 
players react quickly and 
intelligently to every situation 


to add to that experience. FIFA on the 
3DO is essentially a football game 
played in a 3D world." 
FIFA also has selectable multiple 
viewpoints. In the game's present 
form, the player can choose from 


seven set camera angles: 
three positioned close to 
the action, three giving 


Just like in real TV coverage, the camera pans away from the play 
and shows a different view when you're about to take a throw-in 


screen 


a FA d ° FF pepe E sr die 
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Viewpoints: for an arcade feel, choose view 1; for the Mega Drive look, 
go for view 2; view 3 takes you high into the air; view 4 puts you slightly 
up and behind the action; view 5 is similar to view 2, but further away; 
and view 6 is for those who like to watch the action from the touchline 


pil) ems ШЫ د‎ ааба 770 


Choose a close view 
when on the attack 
(top) and a distant one 
when defending 


you a bird's-eye view of the game, and 
one, the ball-cam view, which follows 
the ball around the pitch. All of them 
are playable and all are spectacular, 
with the exception of the ball-cam view 
— the players look very blocky and 
pixellated in close-up. 

As well as these set angles, the 
game also includes 'event-sensitive' 
camera views. So if there's a throw-in, 
a corner or a free-kick, the camera 
swoops around to the most appropriate 
position. Neil believes that this adds 
even more atmosphere to the game: 
‘The biggest problem we've had so far 
was getting the 3D engine up and 
running smoothly. We spent almost a 
month just getting that part right, but 
we’re very happy with the result.’ 

In an attempt to make FIFA more 
authentic, EA have sampled the crowd 
noise from the 1990 World Cup. And 
the effect is very convincing — you even 
hear samba drums playing in the 
background when Brazil are playing. 
And, just like the Mega Drive original, 
all the sound effects are completely 
event-sensitive. 


But EA haven't been 


concentrating all their efforts on 
cosmetic aspects like viewpoints and 
sound; they've also been working very 
hard on the sprites and the players' 
artificial intelligence. ‘The sprites are 
twice the resolution of the Mega 
Drive’s and take up almost 2 
megabits,’ says Neil. ‘We brought ina 
top artist who’d actually worked on the 
Disney movie Fern Gulley, and we 


asked him to redraw all the player 
animations from scratch. 

‘The artificial intelligence itself is 
actually based on the 
Sega version, but we’re 
attempting to make the 
gameplay even more 
realistic. We want 3DO 
FIFA to think smart. 
Things like headers, 
volleys and 
interceptions will all 
become second nature 
to computer players and 
they'll react to 
situations quicker." 

So far, FIFA 
International Soccer on the 3DO 
looks extremely impressive. With 
Victory Goal for the Saturn also 
promising great things, the words 
‘Sensible’ and ‘Soccer’ might 
even become obsolete. 


Choose where you 
want to place your 
goal kick - but make 
sure your man's clear 


Е 


Credits 

Producer: Bruce McMillan 
Producer: Marc Aubanal 
Programmer: Penny Lee 
Programmer: Peter R Gardner 
Programmer: Nossirah Mailliw 
Artist: Caroline Anecessi 
Artist: Laura Parr 

Artist: David Demorest 
Artist: John Rix 
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prescreen 


Format: PC 


As you progress 


through the gamo and Publisher: US Gold 
new locations are Developer: Access 
— — Release date: August 
Size: 2 CDs 
Origin: US 


he term "interactive 
movie’ has become so 
! discredited these days 
that even ad people are 
avoiding it like the 
plague. So when yet 
another game arrives touting itself as 


‘the first interactive movie’, it’s hard 
to avoid dismissing it out of hand. 
However, Under A Killing Moon — 
a game which has taken two years to 
produce — may actually be worth a 
look. The difference between this and 
titles like 7th Guest is that UAKM isa 
realtime polygon game - just like 
Ultima Underworld (except that it 
supports SVGA). You get complete 
freedom of movement within the 
scalable play window, and can take a 
closer look at absolutely anything you 
see in your environment — you don't 
have to rely on the game to decide 
whether to provide you with 
information on a given object. UAKM 


/ 
USE 


h 


[сом BINE 


[EXA MINE 


/ HELP [VIDEO [TRAVEL 


| OPEN AUX. PANEL 


This may look like a static shot, but it's actually a realtime scene which you can move around іп. UAKM's interface is 
very intuitive: the controls are all self-evident, and the cursor changes shape according to which action you select 


INVENTORY 


Many games 
have claimed 
the 'interactive 
movie' mantle 
but none has 
deserved it yet. 
Edge previews 
a game which 
may actually 
merit the title 


Part of the plot involves 
freeing a girl from the 
clutches of this mad 
knifeman. First you have 
to distract his attention 


Scantily clad blondes are 
much in evidence (top), 
but there are plenty of 
obstacles between you 
and them (above) 


UAKM allows you total freedom of movement and the ability to inspect any object 


in your immediate surroundings. 


also offers plenty of FMV (which is 
why it requires two CDs), but it's the 
realtime portions that constitute the 
meat of the game. 

Perhaps UAKM!'s greatest 
achievement is the way it deals with 
perspective. Objects change according 
to your position, just as you'd expect 
them to in real life. If you walk past a 
window, your view of the street 
outside the window shifts as you 
move. Certificates on the wall scale 
into view as you walk up to them, 
until eventually you can make out the 
writing. To look into a drawer, you 
have to tilt your head downwards, 
Doctor Hauzer style. Of course, none 
of this is perfectly smooth — even on a 
DX2 — but the detail is sumptuous. 

The character you play is a Philip 
Marlowe-type private eye (complete 
with the gritty drawl only hard-bitten, 
hard-drinking, hard-smoking PIs of 
the old school can master), who’s a 
bit of an anachronism in the futuristic 
society in which he operates. The 
plot, which could have been dreamed 
up by Chandler himself, is too 
complex to go into here, but suffice it 
to say that a woman is involved, and 
that a series of decidedly shady 


characters put in an appearance. 

The first priority for a game of 
this nature is to create the right 
atmosphere, and UAKM accomplishes 
this very effectively. The game starts 
in your office, which, with its pathetic 
jumble of personal belongings and 
mementoes adorning the walls, desk 
and floor, provides a believably seedy 
location for the beginning of the plot. 


So what about the game’s 


movie credentials? The FMV 
characters, who were all individually 
filmed against bluescreen and placed 
into the game where required, are not 
perfect (jagged edges, slight 
blockiness), but they’re acceptable. 
The same can't always be said for the 
acting. The two lead characters are 
played by competent, semi-famous 
actors, but the rest of the cast deserve 
to remain unknown. The poor 
performances aren't helped by the 
film sequences being out of sync. 

But it's UAKM!'s realtime aspect 
that impresses. It’s not often that a 
game can be said to be overambitious 
and yet reach the heights it has 
set itself. This may do just that. 
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Format: 
Publisher: 
Developer: 
Release date: 
Size: 

Origin: 


Donkey 
Country 


SNES 
Nintendo 
Rare 

21 November 
32 Mbits 

UK 


t 8:30 on the first 
morning of this year’s 
Chicago CES, a 
smiling Howard 
Lincoln, chairman of 
NOA, stepped up to 
the Nintendo stand. A hush fell over 
the assembled audience of bleary-eyed 


è 


These are the 
graphics the 
SNES has been 
waiting for. But 
does DKC 
represent the 
dawn of a new 
era for the 

| 6bit system, 
or just its 

final fling? 


(and probably hungover) EN OC 

early risers as they er N 
waited for the ; e j 
unveiling of Nintendo’s Qua 


flagship CES game. 

Within moments, the 4 
silence was interrupted by 

gasps from awestruck onlookers 

as they watched what they thought was 
the world premiere of the first Ultra 
64 game. But the real impact was yet 
to come. When the demonstration was 
over, Lincoln delivered his final line 
with perfect timing: ‘The game you 
have been watching is Donkey Kong 
Country for the Super Nintendo.’ 


In many ways it’s easy to see 


why so many people mistook 
Donkey Kong Country for 

Ultra 64 software. (In fact, 
as Howard Lincoln pointed m 


PowerAnimator proves its mettle (above). Anyone who thinks that rendered visuals are antiseptic and lacking in character should take a look at 
these examples. The Silicon Graphics images here are bursting with personality, and show that rendered images can be cute enough for Nintendo 


Everything in 
the game is 
rendered, 
with the 
result that 
DKC has 
arguably the 
best graphics 
ever seen in 
a home 
videogame 


out at the show, the SNES game 
resulted from an ‘unintended 
discovery’ during Rare’s experiments 
with rendered graphics for the Ultra 
64.) Everything in the game - the 
sprites, the backgrounds and the 
6,000+ frames of animation — is 
rendered, with the result that DKC 
has arguably the best graphics ever 
seen in a home videogame. To achieve 
such spectacular effects, the 
developers, Rare, used Alias’ 
PowerAnimator software running on 
Silicon Graphics equipment. The 
Warwickshire-based team certainly 
had enough power at their disposal: 
Rare reckon they have the third 
largest SGI network in the world, 
after Boeing and George Lucas’ 
Industrial Light And Magic. 


The original Donkey Kong 


was created by Shigeru Miyamoto, 
who is also overseeing this new game 


Donkey Kong and his sidekick brave 
the jungle (top), while the rhino finds 
time to pull a face (left). This map 
(above) charts your progress 


— although DKC is still very much 
Nintendo Of America’s baby, under 
the direction of product development 
manager Tony Harman. As previously 
hinted by Miyamoto, Donkey Kong 
Country is a game that many people 
will see as the follow-up to the four- 
year-old Super Mario World, and, 
indeed, it seems that Rare have 
shamelessly plundered the gameplay 
directory of Nintendo’s most famous 
character. Platform sections are 
standard Mario-esque fare, while the 
underwater and mine cart levels are 
uncomfortably similar to the same 
scenes in Super Adventure Island, 
also on the SNES. 

According to Rare, the 60% 
complete version was ‘a little 
rougher’ than they were happy with, 
and they would have preferred it if 
the game hadn't been exhibited at the 
show, but Nintendo insisted. Rare 
claim that the finished game will 
feature far more gameplay innovation 
and many extra levels. 

Whether that is the case or not, 
Donkey Kong Country will 
undoubtedly offer some solid, 
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Donkey Kong 
Country 
gives weight 
to the 
argument 
that the only 
thing 
preventing 
technological 
development 
has been 
lack of vision 


A bumble bee (top) 
prepares an attack. But 
Diddy Kong finds a 
barrel to throw at the 
winged foe (above) 


6S prescreen 


The rhino doubles up as a useful battering 
ram (top). The watery graphics in this level 
are convincingly realistic (above) 


all-round playability. You can control 
either Donkey Kong or his sidekick, 
Diddy Kong (whatever happened to 
Donkey Kong Jnr?). As well as 
running, jumping and swinging across 
the colourful backdrops, you can 
occasionally hitch rides on the backs 
of animals. Ostriches, for example, 
allow you to jump further and glide to 
otherwise inaccessible parts of a level 
— secret levels will no doubt be an 
integral part of the game. 

In one part of the game you have to 
travel via 
spinning 
barrels across 
huge ravines. 
And in the 
stunning snow 
section, where 
the characters 
and platforms 
are almost 
completely 
hidden by a 
flurrying 
snowstorm, 
you’re forced to 
virtually feel 
your way to the end of the level. The 
parallax snow effects, laid on top of 
the scrolling backgrounds, have to be 
seen to be believed. 


Obviously, it's ,.. 


rendered sprites and backdrops in 
Donkey Kong Country that represent 
the greatest leap for 16bit technology. 
The PowerAnimator package which 


Donkey Kong uses barrels (top) to get across a platformless level. A 
wonderful mist effect engulfs the confused Diddy Kong (above) 


Rare used to create the game is a 
highly respected piece of software 
within the Silicon Graphics fraternity, 
and Alias’ new set of Powerplay tools 
— which allows the creation of pre- 
rendered animations for realtime 
display in games - gives programmers 
much more scope. For example, it’s 
possible to render 24bit backgrounds 
and sprites and then knock the colours 
down to 256 — or even 16 - colours 
per sprite using optimised colour 
tables. The upshot is that Donkey Kong 
Country uses 256 colours in the most 
realistic and impressive way ever seen 
in a 16bit videogame. And, with the 
help of some clever compression 
routines, Rare have managed to cram 
everything onto one high-density 
32Mbit cartridge. 


Developers аге, 


claiming that games like Donkey Kong 
Country have always been possible on 
16bit systems. DKC gives weight to the 
argument that 16bit software has been 
underprogrammed from the start, and 
that the only thing preventing 
technological development has been 
lack of vision. And the kind of money 
Nintendo demand from {= 
developers for a 32-meg cart... 


This snowy level starts off fairly tame, 
with only a few high-flying buzzards to 
contend with (above), but the snowstorm 
soon severely restricts your visibility. 
This barrel provides protection and 
propulsion in one handy package (left) 


DAREY OUI 
WATT UNTIL 


TUAE IS 
HOUR? 


Games don't need polygons 
They don't need millions of colours 


And they don't need FMV or 
pre-rendered graphics 


But there's one thing no game 
can do without 


Gameplay 


If you could bottle it, you could 
make a fortune 


No-one has the recipe, but Edge 
knows the ingredients 


Gameplay 


of the 


n the beginning there was Pong. People stood agog 
in front of the original videogame, twiddling their 
knobs and watching little blobs move up and down. 
Pong had a huge advantage over today's videogames 
because it had immense novelty value. At the time, 
the term 'gameplay' had not been invented. People 
spent hours moving those points of light around a TV screen, unaware 
that their brains were in the grip of that fickle beast called gameplay. 

Pong may at first seem too simple to even need gameplay, but it 
provides a nice illustration of some of gameplay’s fundamental 
requirements. Just imagine what the game would have been like if it 
had been created with ‘features’ like these: your bat is so small that you 
can’t hit the ball; the ball moves so fast that the phosphor in the screen 
gives up trying to keep up with it; when you twiddle the knob, there’s 
a lag before your bat moves; when you hit the ball, it bounces off your 
bat at a random angle. 

None of these attributes are ‘bugs’ as such; rather, they’re flaws 
in the gameplay. At its most basic level, gameplay is that aspect of a 
game that gives you a sense of achievement and excitement, while at 
the same time preventing you getting frustrated or bored. But the 
rules of gameplay are more complex than that. 


One essential component of a good game is cause and 


effect. If you move your joystick to the left, your character must also 
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Gameplay 


The game that started it all. Pong was invented before the word 
‘gameplay’ even existed, but it wrote the book on the basic principles 


move to the left. It sounds obvious, but several games 
have ignored this basic rule, giving you only nominal 
control over the antics of your character. On the 
other hand, many games offer almost perfect cause 
and effect. They achieve this in two ways. Firstly, the 
character responds quickly and accurately to your 
instructions. Secondly, good animation allows the character to interact 
realistically with his environment — bad animation badly damages your 
relationship with your alter ego on the screen. 

But there's more to cause and effect than simply ensuring your 
character moves in the right way. In a platformer, if you knock a box off 
a ledge and it lands on a nasty below, it should have some significant 
impact on said nasty — by destroying it, for example. In a shoot 'em up, 
if you bomb the hell out of a mud hut and then fly off, the mud hut 
should still be razed to the ground when you return to the spot a bit 
later. The less the game environment is affected by your actions, the 
more detached you become from the game. 


Also crucial to gameplay is repeatability. Your action should 
always result in the same reaction by the computer. In other words, 
what you expect to happen, should happen. The first time it happens, it 
may be totally unexpected — such as if you shoot a red blobby thing and 
it turns into a pile of gold. But the next time you shoot a red blobby 
thing, you would expect to see the same result. You soon learn that if 
you choose a certain action, it will always have the same effect, and you 
feel in control of the game, rather than being controlled by it. One of 
the reasons that people enjoy playing videogames is that as they get 
better, they start to feel they're dominating the game; after all the 
suffering it has inflicted upon them, they're getting their own back. 
Without repeatability, this isn't possible. 

Sometimes this rule can be bent by a certain amount of 
randomness being built in to the computer's reaction, but the range of 
reactions must be familiar. There may be only а | in 10 chance of red 
blobby things turning to gold rather than just going pop, but that’s still 
repeatability — you would simply go around shooting as many blobs as 
you can just to uncover the valuable ones. What shouldn't happen is a 
totally random outcome when the blob is dispatched. This might seem 
like a fun idea when designing the game, but it's actually more fun for 
the developers than the player. By the same token, if you hit somebody 
with a particular move in a beat 'em up, you expect a certain amount of 


damage to be done to their 
energy bar; if the effect on 
your opponent was 
completely unpredictable — 
anything from 0% to 100% — 
the whole exercise would be 
completely pointless. A lack of 
repeatability prevents you 
from being able to achieve any 
mastery of the situation. 


What's the point in a game having 
sophisticated play mechanics if there 
are no incentives or rewards for 
exploiting them? Super SFII has both 


A game must give you 


a reason to play it. This is 
where the concept of 
incentive and reward comes 
in. Whether applied to the game as a whole, or to any activity within it, 
you must always feel that it’s worth your while carrying on. There's 
nothing worse than spending an hour getting your turbocharged 
squirrel to jump its way up a series of moving platforms, eyeing that 
valuable-looking treasure chest at the summit, only to find that it 
contains a potion that just makes your tail turn pink for 30 seconds. 

A game should make you confident that higher risks will result in 
higher rewards. Rewards may consist of points, power-ups, or the 
completion of a level. An especially nasty opponent should be 
protecting something of value, even if it's just the fact that you can't get 
to the end of the wave without defeating him. The more incentive and 
reward there is in a game, the more risks you'll be willing to take. 

Some successful games don't seem to have any obvious incentives 
and rewards. The SFll-style beat 'em up is a prime example: the only 
incentive to beating your opponent is that it's the whole point of the 
game. But the incentive and reward principle still works: a special move 
that requires you to use a complex sequence of buttons has its reward 
in the effect it has in your opponent. If you can do half as much damage 
by just pressing the A button, what's the point in learning to use it? 


Why IS it that we pay £50 for a game, sit playing it for hours with 
white knuckles and bulging eyes, and then claim we're enjoying 
ourselves? Why don’t we just strap ourselves to the drill bit of an oil rig 
and shout, ‘Take it away, boys!’? Do games have to be frustrating to be 
any good? To a point, yes. Without an element of frustration, you'll 
never get a sense of achievement from overcoming the source of the 
frustration. But a game can be too frustrating. If you have to make 
diagonal jumps through a tricky sequence of 25 moving platforms, 
having to go back to the beginning of the sequence every time you fall 
of a platform could be fatally offputting. 

Whether a game is too frustrating to be enjoyable depends to 
some extent on the player. Children seem to be more prepared than 
adults to go through the same sequence again and again. But it's 
dangerous for programmers to assume that their target audience is 
young enough to swallow mind-sanding levels of frustration. For a start, 
they might overdo it and make the game so frustrating that even the 
most passive kid won't have the patience for it. Secondly, most games 
have at least some appeal to pretty much all age ranges, so making 
games very frustrating is needlessly limiting the potential customer base. 


Almost all videogames have one thing in common: they all 
include levels, waves, stages, or whatever you want to call them. Since 
the earliest games, players have preferred to have their gaming served 
up in bite-sized chunks. Levels are useful for marking out certain points 
in the game. A new level is often the excuse for a complete change of 
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Gameplay 


scenery, and the end of a level is a traditional time for awarding bonuses 
or revealing passwords. Even games that don't seem to conform to the 
concept of levels — such as racing games and sports sims — still have 
definite chunks — individual races or matches — that amount to much 
the same thing. 

Programmers have to consider the question of levels carefully. 
How long should they be? Should there be loads of short levels, or just 
a few massive ones? Should the levels be split into 'sub-levels', with their 
own bonus and boss structures? Levels which are too short may annoy 
you, while ones which are too long may frustrate you. Continues, if 
used, also have to be taken into account. If the continues are too close 
together, the game is too easy to complete. If they're too far apart, you 
seethe at having to go back and re-kill the same baddies. From a 
programmer's perspective, there's a compromise to be made between 
flattering your sense of your own skill at being able to complete a level, 
and giving you the impetus to further improve your skills when you fail. 


Should you Pi 

y be able to return to a given point in a game? How big should games be? How often should passwords be given out 
Opinions vary. At one extreme are some PC games where you can save to provide the perfect challenge? Castlevania IV got it just right 
whenever you want. On the other are many cartridge games in which 


you always have to start from the beginning. 
Some games offer a compromise by providing passwords to let 


you get back to the last completed level. The presence of passwords which are not wholly beyond the realms of possibility, and therefore 
has a lot to do with game size. Some games, like RPGs, just have to have allows you to imagine yourself in that situation. However, simulation 
passwords or battery back-ups, while shorter, simpler games may suffer severely restricts the game designer's scope, because things have to 
if they do. The problem with passwords is that they could allow you to start following the laws of physics and be vaguely believable. Deciding 
just waltz through a section, never to play it again. You'll never notice how much simulation and how much surrealistic absurdity goes into a 
the nuances of the animation, never find the hidden bonuses, never try game is a largely arbitrary choice — both can work well. But if a player 
more than one way of achieving your aim. You'll also miss that ego buzz can relate to what is happening — even by accident — it is best to make 
that comes from playing early sections after having mastered later ones. the simulation as accurate as possible. If you begin to feel it is really you 
You may even end up trying to swan your way through the entire level jumping from one rocky outcrop to another, you're going to be 
without ever pausing, just to show the machine how superior you are. frustrated if you're suddenly prevented from jumping any more just 
Then there are 'save points', which, unlike passwords/saving, only because you've reached the end of the background graphics. 


apply to the current game — if you die you go back to the last save point 

rather than to the start of the whole level. They don't help you when m 
you come back to the game a week later, but they're better than E very gamer has found himself shouting at the screen at 
nothing. Obviously, having a saving system alleviates the frustration of some point: ‘Eh? That wasn't my fault!’, or words to that effect. A game 
reaching the 20th wave of a game ж should never make you feel that іс 


only to be killed, and then having to However fancy a game looks, if it has done something unjustified to 


struggle all the way back there to you. When something goes wrong, 


have another go. With a saving E E E E E B E E E you should feel that it is entirely 
system, the player learns that doesn’t feel good to play. it sa due to your own mistakes. 

when he's completed a wave, , The classic problem of 

he really has completed it. E NH E E B B 8 HN B NH BN и HB NH NB NB HB this type is the 'auto-kill 

bad game. If you want something oin dani ace 

Most early : shoots a high-velocity bullet 

videogames E E NH E E E E и 8 directly at you from offscreen and 


were abstract. Think about it: what that just looks good, watch a film there’s simply nothing you can do 


on Earth were you meant to be to avoid it. Actually designing auto- 


doing in Breakout? What’s behind " kill out of games is difficult for 
the wall? Why don't you just hire a bulldozer to knock the bloody thing programmers. One way they can do it is to give you shields, extra 
down? Gradually, however, games started to provide environments energy, or hit points. In this way, unavoidable hits don't ruin the game, 
based on the real world. The classic examples are driving and flying ™ because you're able to absorb the loss. The other way is to make life 
games, which offer activities and sensations similar to those you may relatively cheap. If you're awarded copious bonus lives, you're much 
experience in real life. Such simulations have to offer something more more prepared to accept the odd auto-kill situation — you expect to be 
than you're used to, though, otherwise there wouldn't be enough unavoidably killed a few times in the game, and you accept it as part of 
reason to play them. You probably don't usually strafe villages full of the gameplay. However, thoughtful design can make both of these 
guerrillas when flying to see Aunt Flo in a 747. Likewise, when driving methods unnecessary. 
down the M4 there's rarely any opportunity to overtake in the inside 
lane at |80mph. Everything is possible in videogames. 

Although obviously not essential to a game, simulation increases There are two basic types of videogame: random and 
your involvement in it considerably. It allows you to perform actions patterned. In a random game, things are different each time you play. 
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Gameplay 


The phenomenon of bosses was already an integral feature of most 
coin-ops in the mid-'80s, but Irem's R-Type defined the state of the art 


You may know that in wave five you'll be attacked by 
flying screwdrivers, but you never know how many, 
when they'll pounce, or exactly what they'll do. Most 
early videogames were random — particularly as 
shoot 'em ups were the predominant genre. Random 
games have two huge advantages: they have no 
definite end, so you can play them forever, and you can come back to 
them at any time and still enjoy them because every session is different. 

Patterned gameplay means that everything is generally the same. In 
a patterned shoot 'em up the baddies always appear at exactly the same 
time — they even try to shoot you at the same point. Most games 
combine elements of both types of gameplay: they are basically 
patterned, but because the nasties react to your movement (eg home 
in on you or aim a shot at you), not every game is identical. Aspects of 
some games have to be patterned — for example, the basic structure of 
a standard platform game. 

The attraction of a patterned 
game is that it enables you to learn 
a certain sequence and then gives 
you the satisfaction of being able 
to execute it with increasing 
finesse. Also, unlike random 
games, patterned games 
have a definite ending and 
give you a specific goal to strive 
for. If you know that every time 
you finish a wave you'll only have to 
confront another, even harder one, 
ad infinitum, your incentive to play 
will be severely tried. The problem with definite endings, though, is that 
once you've reached the end, the game becomes worthless. 

Random games have gone out of fashion over the last few years. 
Just look at classics like Defender and Asteroids — totally random, but 
where are they now? At about the same time that they were 
dominating the arcades, something called Donkey Kong came out and 
people started discovering that they would rather perfect the art of 
jumping over a rolling barrel that they always knew the gorilla would 
chuck right at that moment, than have to hone their reactions to the 
next flying nasty without knowing where and when it would attack. 
Basically, they discovered that patterned games were easier to master 
in the long run and were therefore more satisfying to play. 
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Twoplayer co-operative games rarely 
work, but Golden Axe plays well. Of 
course, the horizontally scrolling 
beat 'em up has regressed since then 


You could probably put an old 


Spectrum game onto a Mega CD 


and it would be at least as much 


fun as the Mega CD stuff 


Some games 
contain an extra, powerful, 
incentive: the ability to show 
off to your mates how good 
you are. You may be able to 
simply tell them you've 
reached wave 493 оп 
Hypodermic The Hamster 3, 
but somehow words are 
never quite enough. 

One solution is the high 
score table — there's nothing 
better than seeing your name 
in lights. The problem with 
high score tables on consoles 
is that most are lost when the 
power is cut. High score tables on PC games are almost always saved, 
but as PC games are usually only played by one person they're a bit self- 
congratulatory. The saviour of the high score is new-generation 
hardware like the 3DO, which is capable of storing things. 

The other way to achieve that wonderful feeling of being better 
than somebody else is the twoplayer game. Twoplayer games usually 
consist of either direct competition (such as Street Fighter Il or a racing 
game) or supposed co-operation (e.g. Streets Of Rage, Golden Axe, etc). 
Even the co-operation-type games still provide that all-important ego 
boost, because you're able to do better than your mate in exactly the 
same situation. You only have to see the expressions of triumph and 
exasperation on the faces of two people playing Micro Machines to 
realise that beating a computer can never be as much fun as getting the 
better of somebody who's supposed to be your friend. 


A strange phenomenon has crept into videogames during the 
last decade. It's called bosses. Back in about 1980 there wasn't a pair of 
bosses to rub together. Now they're everywhere and are expected in 
all types of games, including platformers, beat 'em ups and RPGs. 

Do games need bosses? You could say that if games were designed 
properly in the first place, bosses wouldn't be necessary — a boss may 
have been included because the 
rest of the stage was too easy, or 
because the rest of the game was 

monotonous and needed 
something to break it up. 
But a programmer may 
™ deliberately include bosses 
because he wants to make 
the main part of a particular 
stage relatively easy and satisfying 
to complete, or he may want to 
structure the game so that the main 
part of the stage is actually just an 
opportunity to collect enough power-ups and bonus lives in order to 
take on the boss. Of course, it could be that bosses fulfil a fundamental 
psychological need for gamesplayers — you don't get enough satisfaction 
from completing a wave unless you've defeated a particularly tough 
enemy at the end of it. 

Bosses may just be a matter of taste, but it's certainly a taste which 

most gamers seem to have acquired. 


An important part of gameplay design is the ramping of 


difficulty to make the game easy enough for the novice but still 
challenging for the expert. This is tricky, especially if a game is aimed at 
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a wide range of players with a spread of abilities. The latest buzzword 
in the videogames industry is DPA. Rather than being short for ‘Don’t 
Play At All’ (which would also solve the problem), it stands for Dynamic 
Play Adjustment. 

DPA is nothing new. What it means is that the game monitors 
your abilities and adjusts itself accordingly. If you're playing like a klutz 
then it might tone down the nasties a little or scatter a few bonus lives 
around, whereas if you're obviously highly competent, it makes things 
really evil to maintain the challenge. Not only have pub quiz machines 
employed a form of DPA for years, but arcade games such as Sinistar 
were using it back in 1983. Of course, cunning players soon learned 
how to get around DPA. If things got too hairy, they started playing 
badly and losing a few of their lives on purpose, which made the 
machine calm down a bit. The disadvantage of DPA is that it penalises 
you if you do too well. Why go flat out in a game if you know it's only 
going to count against you? 

DPA is not necessarily a bad thing, but it shouldn't be used to 
cover up a fundamentally bad design, and it can be avoided by the clever 
incrementing of difficulty levels. The problem with Defender was that 
after about ten waves, it never got any more difficult. If you were 
abnormal enough to be able to handle that level of nastiness, you could 
play it forever. DPA would have fixed the problem, but a progressive 
increase in difficulty would have been a better solution. But that's not 
to say that games should just keep on getting harder without respite — 
inserting easy waves, bonus levels, or just a little breather section into a 
game prevents it from getting too intense, while still ensuring that it gets 
progressively more difficult. 


9 е 
There's nothing worse than investing hours of hard play 


at a game, honing your skills until you consider yourself an expert, and 
then seeing someone else do better than you by just staying still and 
repeatedly hitting a button. A surprising number of games succumb to 
this fault, particularly beat 'em ups, and it can prove difficult to design 
out of a game. The only solution is extensive pre-release testing, so that 
developers can find out whether they can indeed bypass all that 
wonderful gameplay design by simply acting like a monkey with 
Parkinson's disease. 

Some Asteroids players discovered a particularly lucrative way of 
outflanking the game's design. In a practice called ‘hunting’, they would 
destroy all the asteroids except for one small fragment and then fly the 
ship diagonally across the screen, shooting constantly. After a while a 


fd R18 FER TIERL 


The high score provides a powerful lure. Devoted Asteroids fans 
discovered their own, underhand, way of racking up the points 


Gameplay 


Taito's Rainbow Islands has all the ingredients for a superb videogame 
- incentives, copious rewards and bonuses, and intelligent bosses 


saucer would appear, be unable to shoot them as they were going too 
fast, and would be worth 1,000 points when it was destroyed. Fantastic 
high scores could then be racked up. Game designers argue that it's not 
worth doing anything about this kind of 'cheating' — if someone feels a 
sense of achievement by playing the game without actually doing 
anything, that's their problem. However, as it detracts from the 
achievements of other players who have beaten the game fairly and 
squarely, it could be regarded as a design fault. 


If you kill an opponent in a videogame, is there a corpse left, and is 
it still there if you move on and then come back to it? This apparently 
trivial factor actually makes a real difference to how well a game plays. 
The problem is that realistic depictions of violence and death in 
videogames create inevitable moral considerations. Shocking old ladies 
with blue rinses and Y-reg Metros is not really a problem in this 
industry, but allowing a five-year-old to simulate the process of 
mutilation is probably not a good idea. 

The decision to leave corpses littered around really depends 
largely on the designer’s target audience. A game written for a console 
is probably better off without them (Nintendo wouldn’t allow it 
anyway), as any console game is likely to be played by kids. Games for 
desktop computers, though, are more likely to get away with 
bucketloads of blood ’n’ guts, as not only are most users adults, but 
those adults can have some measure of control over what their kids 
play on their PCs. 

Leaving corpses behind gives you a real sense of achievement — it 
provides you with a very graphic depiction of the results of your 
actions. Bad guys that just disappear when killed are still fun to butcher, 
but you can never get the same feeling of satisfaction as when you 
return to a room, see the disembowelled remains of the Killer Gerbil 
you impaled five minutes ago and know that you, champion gerbil killer, 
were the architect of its demise. 


One thing that really differentiates the pioneering games of 
the early '80s from today's titles are the animation fill-ins. 
Embellishments like this are fine, as long as they never come between 
you and the game. However, games with sequences that you can't skip 
get frustrating after a few plays. The problem is that such additions 
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Gameplay 


don't contribute anything to the gameplay. 
Pointlessness isn't just the preserve of non- 
interactive animations, either. Whenever a game 
makes you do a long-winded, risk-less task, it's in 
danger of simply annoying you. If, in a platformer, you 
have to jump up 100 flights of steps to get from one 
place to another, you're soon going to get fed up. Things like ‘game 
over' animations may seem to have little affect on gameplay, but if you 
have to wait 30 seconds after you've been killed before you can get 
back in and try to get your own back, your overall affection for the 
game will suffer. 


9 

What's so special about 3D that is letting it dominate the 
videogame industry? The answer is fashion. Some distributors and 
magazines will only show any interest in a game if it involves 3D. What 
is dangerous about 3D-fever is that it's often given precedence over 
pure gameplay. However fancy a game looks, if it doesn't feel good to 
play, it's a bad game. If you want something that just looks good, why 
not watch a film? Sadly, games publishers know that 3D games will 
attract attention, and therefore sales, regardless of the design of their 
gameplay. At the moment this is resulting in some dire games, which is 
a shame, because 3D graphics don't have to jeopardise gameplay (as 
long as there's enough hardware power to implement the effects 
without any slowdown). 

Used properly, 3D can produce superb games, but it must provide 
the foundation for gameplay, not replace it. The future of videogames 
almost certainly lies in ever more realistic 3D imagery — a fast 3D game 
with advanced shading and texture mapping can both heighten realism 
and provide extra excitement — but it's all too easy to create a game 
with fantastic 3D effects which is not as much fun to play as Galaxians. 
The games of the future should — and can — be at least as much fun as 
Galaxians, while at the same time offering the player a whole new range 
of experiences. 


Full-motion video. 


is the latest craze to hit videogames. 
The concept isn't new, though. In the mid-1980s, arcade fans were 
treated to the gorgeous-looking Dragon's Lair. People eagerly shovelled 
their money in and waited for the excitement to begin. They watched 
the demo, marvelled at the slickness of the animation, and prepared 
themselves for the ride of a lifetime. Then the words ‘Game Over’ 
appeared on the screen. The demo they had just witnessed was being 
touted as the 'game'. They could have got more satisfaction from 
staying at home watching Tom And Jerry and occasionally whacking the 
TV set with a broom. 

And the Dragon's Lair machine had the benefit of almost instant 
track-switching on its 12-inch video discs. The latest generation of 
videogame hardware relies on CD drives that run at a snail's pace. 
Although Dragon's Lair's gameplay is fatally flawed because of its total 
absence of feedback, machines today can't even manage that much. 
They stutter and fumble their way around tracks on the CD, always at 
least one giant leap behind the player. Caching techniques may alleviate 
this, but FMV can never work as an action-based videogame system. It 
can be put to good use in introductory and game over sequences, but 
by definition it cannot be used for the game itself. Doing so breaks all 
the rules of good gameplay design. 

There is one potential saviour of FMV, and that is in the very 
specific category of games that was started with Sherlock Holmes: 
Consulting Detective. This game actually needed FMV, rather than just 
used it for the sake of it. There was no problem with interaction, 
because interaction wasn't relevant — you were meant to be watching a 
scene purely as an observer. Voyeur and Night Trap are similar games. By 


using FMV purely to show the user something which they then react to 
after the sequence has finished, you avoid the problem of lack of 
interaction. The question now is whether the game is then giving the 
player enough interaction to satisfy them. The benefits of FMV's added 
realism have to be weighed against the fact that the game is more a 
oneway process of communication from the computer to the user than 
an interactive experience. 

But FMV is trendy, so games will keep appearing that use it 
pointlessly and to the detriment of what really matters: gameplay. 
Fortunately, FMV will probably become less prevalent in the future as 
the 3D rendering capability of games machines begins to approach 
photorealistic standards. 


3D has the potential to open up new dimensions in gameplay - if the 
elements that made a game like Galaxians fun to play aren't forgotten 


So where 


is gameplay heading? The answer might be nowhere. 
Think about the enjoyment you got out of playing videogames ten or 
more years ago (if you're old enough). It's a fair bet that you don't enjoy 
yourself any more now than you did then. Why? Is it the case that 
games have actually improved, but our enjoyment hasn't because the 
novelty value of those early years is missing? Are videogames suffering 
from a kind of postmodern condition in which there is nothing new to 
discover, nothing left to stimulate us? 

Whether gameplay has improved, or is just able to call upon 
substantial (but essentially superficial) advances in graphics and sound, is 
certainly debatable. There are basic axioms of good gameplay that 
won't change unless our brain chemistry does so first, and games were 
already incorporating these principles back in the early 1980s. 

What may happen is that gameplay will actually get worse. If it is 
true that games used to be more fun to play than they are now (rather 
than just a misguided observation from old farts with rose-tinted 
pupils), it's likely to be due to modern games having to concentrate too 
much on appearances to keep competitive in the marketplace. You 
could probably put an old Spectrum game onto a Mega CD and it would 
be at least as much fun as the Mega CD stuff, but would anyone buy it? 
Hell, no. It doesn't have rotated and scaled sprites, so it must be crap. 

With fantastic new games hardware being churned out like there's 
no tomorrow, the future for videogames is an incredibly exciting one. If 
the new capabilities on offer are used in an intelligent and thoughtful 
manner — and gameplay is regarded as the sine qua non of videogame 
design — a whole new generation of games may be on the E 
horizon that will redefine what we currently think of as fun. 
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YOURS FOR 6 MONTHS THEN PAY TODAY'S RETAIL PRICE. 
No INTEREST CHARGES, No Deposit, No STRINGS ATTACHED 


To good to be true! Not a bit of it. Order the amazing UK Version Jaguar complete with 
FREE Cybermorph, choose from our latest software list and enjoy it 
for 6 long months before you pay a penny. 
After 6 months you pay today's advertised price or easy payment terms, the choice is yours. 
So, why save up for that Jaguar when you could be using it for 6 months for nothing. 


. Call into your local Calculus Store or phone our 

Mail Order number to order your Jaguar and soft- 
ware titles. Sign our credit form confirming the period 
over which you wish to pay. (you can change your 
mind on how to pay after your 6 months ownership) 
Once we have received a good status report the 
Jaguar is yours, enjoy it for 6 Months and then con- 
firm your final payment choice. 
A. EITHER Choose easy payment terms* of your 
choice from 6 to 60 months. 
Pay £229.99 plus software 
No Strings attached, no Interest charges. 
HINTS AND TIPS 
If you are visiting a Calculus Store, bring a cheque 
guarantee card and proof of identity for Instant credit 
clearance. Otherwise it can take upto 24 hours but 
you must be over 23 and in Full Time Employment. 
*APR 29.9% 
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Cresent Galaxy 
64 bit Game. Liberate the 4 moons of cosmolite. 3D rendered 


£39.99 


Graphics. Sideways scrolling shoot 'em up. 

Raiden £39.99 
Complex parallax scrolling. Excellent coin op conversion. CD quality 
soundtrack. 8 levels of proven arcade action, fast and furious. 

Dino Dudes £39.99 
Complex parallax scrolling. Excellent coin op conversion. CD quality 
soundtrack. 8 levels of proven arcade action, fast and furious. 
Tempest 2000 £49.99 
200 ks Hardcore Rave Music. Best software award at CET in 


America. 
Jaguar Controller £24.99 
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ALTRINCHAM 
59 George Street Altrincham 
Cheshire TEL: 061 929 7433 
BURTON - UPON - TRENT 
Unit 30 Octagon Centre 
New street Burton upon Trent Staffs 
TEL: 0283 517505 
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Shopping Centre Coventr 
Po 520778 / 


HULL 
Unit || Princes Quay Hull 
TEL: 0482 585100 


11 Albion Arcade Bond Street 
Centre Leeds TEL: 0532 454098 
RTHWICH 
85 Witton Street Northwich 
Cheshire TEL: 0606 47883 


SHEFFIELD 
67 The Moor Sheffield South 
Yorkshire TEL: 0742 721192 
SUTTON COLDFIELD 
80 The Parade Sutton Coldfield 
West Midlands TEL: 021 355 4839 


AMWORTH 
Unit 34 Ankerside Shopping Centre 
Tamworth TEL: 0827 67776 


ALSALL 
48 Park Mall Saddler Centre Walsall 
TEL: 0922 21700 
WARRINGTON 
52 The Mall Golden Square 
Warrington Cheshire 
TEL: 0925 575055 


IGAN 
18a The Galleries Shopping Centre 
Market Street Wigan 
TEL: 0942 323913 


OPENING SOON IN PRESTON, OLDHAM AND AYLESBURY 


Pay IN FULL Now. 


We accept Access and Visa Cards or a cheque. 
Put your cheque guarantee card number on the back 
of your cheque for an instant status check otherwise 
allow 5 days for clearance. Mail order goods are 
normally despatched the day that an order is cleared 


and delivered Nationwide by Securicor 


Calculus Price £ 2 2 9 9 9 (plus any software ordered 
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| the huge range of Jamma Arcade boards available at 
/ prices and play them in your own real arcade machine. 
Why play arcade conversions when you can play the original for less. 


_ JUST LOOK AT THIS ЅРЕСІЕІСАТІОЇ 


E ROBUST FULL SIZE CABINET FINISHED IN MATT BLACK WITH REAL ARCADE STYLE LIVERY. 
Ш 20" COLOUR MONITOR FOR FANTASTIC RGB ARCADE RESOLUTION. 
E 8" ТО WATT SPEAKER WITH STYLISH MESH GRILL. 
E JAMMA SOUND SYSTEM BLASTS OUT ARCA AME SOUND. 
E FULL JAMMA SPECIFICATION WITH 15 AMP SWITC WER SUPPLY. 
E SUPER TOUGH 8 WAY JOYSTICK PLUS 6 CHUNKY MIC HED BUTTONS 
» Mi FREE PLAY AND RESET BUTTONS. E SIMPLY PLUG IN ANY J^ | BOARD AND PLAY. 


2 player versign with 2 joysticks and 12 buttons availabi 


We have a full range of genuine Jamma arcade boards including 


plus loads more from only £30.00. A full list is available. 


PLUS £2.00 P&P 


If you don't want to buy a whole arcade machine then with this unique ARCADE POWER BASE СОЁ 
can play 'Jamma' arcade boards on your own TV. This full specification unit has all the features requi 
Board functions. Simple to use just plug in any Jamma board and connect to any RGB Scart* TV 


EBEN Full Jamma Connector 


TER unit you 


ШЕШ Composite video out option ШЕШ 150 watt P.S.U. 


ШЕШ Complete with 6 button controller, BI Full scart output 
mains lead, scart lead 


Wl Play NTSC equipment on your PAL Monitor/Scart TV. 


Wi Ideal for 3DO, Jaguar etc. Е 
Ей Converts NTSC video signal to 
PAL composite Video Signal Ue 
Wi Complete unit supplied with -~o 
cables etc. £59.99 


. PLUS £2.00 P&P 


HOW TO ORDER 


Send Cheques, Postal 
Orders or credit card 


Professional quality Digital TV system converter 


WE NTSC to PAL NEN NTSC to SECAM E PAL to NTSC 
NEN PAL to SECAM ШШ SECAM to PAL ШЕШ SECAM to NTSC 


details to:- 
соне tm. w Ideal for all applications including dubbing across video standards. 
GOVAN ROAD, m Digital system means rock steady picture even with VCR to VCR 


FENTON INDUSTRIAL ESTATE, 
= FENTON, STOKE-ON-TRENT, 
STA 2RS, ENGLAND. 


m Built-in time base corrector. m 525/625 line and 50/60 Hz conversion. 
Ей Two inputs and two outputs. m AM bit field memory. 500 line resolution. 
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Outpost PC CD-ROM Top Hunter Neo-Geo Wolfenstein Jaguar Shock Wave 3DO 
Super Street Fighter Il Mega Drive TIE Fighter PC Kikikaikai 2 Super Famicom 


alf of the games in this 
Н month's Testscreen have a 
cosmic theme. The best 

example is Outpost, Sierra's space 
saga for multimedia PCs, which 
successfully blends classy rendered 
visuals with Sim City-style gameplay. 

LucasArts also release another 
episode of their long-running series of 
space shoot 'em ups. T/E Fighter 
allows players to take the Empire’s 
side for a change, but apart from 
that, the game is noticeably short of 
anything in the way of innovation. 

Super Street Fighter Il also lacks 
any significant novelty beyond the 
addition of four new fighters and a 
brace of extra moves, although 
Capcom’s burnishing of their classic 
beat 'em up will undoubtedly make 
an impression on diehard SFII fans. 
But how long will SFII last when 
Nintendo’s new 64bit fighter, E 
Killer Instinct, enters the ring? 


Screen 
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testscreen 


Outpost 


Format: PC CD-ROM ith Outpost now coming in at four 
оне SUNG ^3 months behind its planned release 
ириѕпег: sierra date, the scenario of the game should 


Developer: In-house : be pretty much common knowledge by now. 
Price: £45 For those for whom it’s still unfamiliar, 
TRER however, the Earth is about to suffer a 
BUONO LUE LU с т” cataclysmic collision with a meteorite, which 
Release : Out now will end all possibility of human life on the 


planet. As commander-in-chief of mankind’s 
final gesture — a starship that will carry 200 
people to a different star system in an attempt 
to colonise a new planet and rebuild human 
civilisation — you have to make the crucial 


You're not confined to the surface 
of your new home. Multi-level 
underground structures offer 
better protection for your people 


decisions that will ensure the ultimate survival 
of the race. 

The first, relatively simple, task is to select 
four star systems for investigation by remote 
probes. While the craft make their way to their 
destinations, you have to load your spaceship 
with the items you deem necessary for 
Survival on your new world. Then comes the 
moment of truth: you have to select one star 
System to visit in the hope of finding a viable 
planet at the end of your journey. 

All you've got to base your decision on is 
the scanty information gleaned from your 
advanced probes. You have to weigh the data, 
balance the pros and cons of each system 
and, basing your decision on a myriad of 
factors, determine which resources to take 
with you. If you chose to take a geological 


Most of the action takes place in the scrolling area at the base of the screen. The various help 
windows can be moved around. The game runs fast, too, especially if you've got 8Mb of RAM 


Research 


Research is a vital element 
of Outpost, and 
underground labs (right) 
have to be built as soon as 
possible. When they're fully 
operational, a research tree 
(far right) highlights the 
various areas you can concentrate on. Success 
grants new facilities and equipment (above) 


probe, for example, you may be able to inexcusably lax of Sierra to provide only the 
overcome the scarcity of certain minerals on barest introduction to the workings and 
your planet. But that may mean not taking a principles of a game as complex as this. 
satellite to forewarn you of solar flares. The Although the lack of guidance is not an 
combinations are extensive, to say the least, insurmountable obstacle, even seasoned 
and only after several tries will you have players will struggle to find the pattern behind 
worked out an optimum configuration. the game's apparent randomness. 
Sometimes it's easy to believe that That said, though, Outpost is an excellent 
programmers live on a different planet to the game — and not just in terms of looks. 
rest of us. A planet where complex ideas Admittedly, the ten-minute full SVGA intro does 
appear gloriously straightforward. Where grab your attention, as does the rendition of 
frustration is unheard of. And where having a Holst's Planet Suite in the background. The 
manual that actually instructs is a luxury. If numerous cut scenes not only look lovely but 
there is such a planet, the programmers at add greatly to the atmosphere. But beneath 
Sierra have the gloss there's a highly engrossing strategy 
seaside game - which is a pleasant surprise when so 
apartments there, many games of this ilk prove too labyrinthine 
because the to be really enjoyable. 
manual for Outpost is not an easy game. It's certainly 
Outpost is not instantly accessible. Anyone who plays it is 
woefully bound to lose their first few games without 
inadequate. It's fully realising why. But you soon find there's a 


logic to everything, and challenge arises out of 
frustration. Give it time and thought and it 
turns out to be the best strategy game E 
since the all-conquering Civilisation. 


Edge rating: Eight out of ten 


The propulsion section of your seedship is 
jettisoned en route (top left). Life is often harsh 
(middle left). Other races in the game have to be 
dealt with (far left). Basic research leads to 
efficient factories (left). Longterm research is 
Rendered required for your space programme (above) 


testscreen 


Your Artificial Intelligence system 
informs you of new developments 
and reports on your progress - or, 
equally possible, the lack of it 
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Top Hunter 


Format: Neo-Geo 
Publisher: SNK 
Developer: In-house 

Price: £175 
Size: 110 Mbits 


Release : Out now 
Supplied by : Console 


Concepts 
Telephone: 0782 712759 


(From top) Climb inside a robo 
suit and you can stomp on the 
enemy; getting round Bigfoot is 
tough; you can throw things at the 
baddies to keep them at bay 


gn: „э. EMT 
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This rockfall is the most interesting thing that 


has ever happened on the Wind Planet, which is 
otherwise as dull as ditchwater. Dodge the rocks 


et's face it: the price of Neo-Geo 
software is ridiculous. Where SNK's 


console is concerned, the vast 
majority of gamesplayers are in a strictly ‘look, 
don't touch' situation. But that's been a 
blessing in disguise lately. With a few 
honourable exceptions, Neo-Geo software 
hasn't had a memorable year so far. 

But SNK are making a two-pronged attempt 
to rectify this situation. They have already 
addressed the 'expensive software' issue by 
unveiling their long-awaited CD system (see 
News, Edge 11). And they are also trying to 
breathe new life into their existing system by 
releasing a series of new action games 
incorporating both new and old ideas. Top 
Hunter is one of the fruits of their efforts 

At first glance, Top Hunter bears more than 
a passing resemblance to Capcom's ancient 
arcade hit, Bionic Commandos. But only at 
first glance. Granted, SNK have borrowed the 
extendable arms idea from Capcom's game, 
but that's where the similarities end. Instead, 


Нел ^ ` g 
"Missi, RE 
CREDITS O4 


Avoid these moving spike walis and pull the 
chain in the centre of the screen to escape 


the programmers have gone for an action- 
packed platformer with SFII overtones. That's 
right: Top Hunter is a platform beat 'em up. 
The result of this mix of genres is that Top 
Hunter seems a bit confused. One minute it 
thinks it's a one-on-one beat 'em up, complete 
with dragon punches, fireballs and hundred- 
hand slaps; the next it's under the impression 
that it's a side-on scrolling platform game. 
This wouldn't be so bad if the game wasn't so 


linear. The levels just scroll from left to right, 
with precious little vertical scrolling, no 
diagonal scrolling and a distinct lack of 
parallax. The four planets you have to traverse 
offer little in the way of spice and variety, and 
even the potentially interesting extendable arm 
concept is underemployed: you can grab 
baddies with it and use it to pull chains to get 
bonus items or points, but apart from that it's 
little more than a gimmick. The music is a long 
way from being brilliant, too; in fact, it's 
downright bland. 

However, it's not all bad news for Top 
Hunter. Unusually for a Neo-Geo game, it's 


been something really special. 


PUSH START 
BUTTON 


"m 


eS 
CREDITS 


SH. STARTER 
` BUTTON £7 
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You don't have to work your way through Top Hunters planets in any set order; you can choose 
whichever one takes your fancy. They are (clockwise, from top left): Wind, Forest, Fire and Ice 


quite tough, even with a surfeit of credits and 
two people playing simultaneously, and there 
are a few nice touches. You get the chance to 
get tooled up with a robo suit, for example, 
and unleashing fireballs at the baddies when 
you’re powered up always provides a thrill. 

But these moments are few and far 
between. Top Hunter provides good novelty 
value for a while but soon becomes tedious. 
With a bit more thought, it could have = 


Edge rating: 


testscreen 


The four planets 


These four beautiful worlds have been 
invaded by ruthless space pirates, and 
you and your sidekick have been hired 
to get rid of them. The Forest Planet 
is, predictably, covered with trees, and 
riddled with secret caverns. You'll find 
that the Ice Planet is treacherously 
slippery and full of traps. The Fire 
Planet includes lots of nice graphical 
effects but is very tough to get 
through. Happily, the inhabitants of 
the Wind Planet don't suffer from a 
flatulence problem; they do, however, 
have lots of wind-making gadgets, 
with which they try to force you 
backwards. Each planet is split into 
four sub-sections, but sadly, they don't 
vary much in style or content. 
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Avoid this Bison-esque mid-level boss's 
dangerous fire blasts, then quickly counter 
with a fireball followed by a dragon punch 


The Bison lookalike turns up again in the 
Wind Planet level, taking to the air in an 
attempt to avoid our hero's elasticated arm 


Bring this flying fortress down by shooting its 
engines. The robo suit offers some protection, 
but it doesn't make you invulnerable 


" roduce 
E enab e ants F tually feel the 


Randy Reeves, 
HyperBole Studios 


You know your 
market. They want to 
be fed a steady diet of 
in-your-face graphics and 
animation. And they want it now! 
The kind of stuff SOFTIMAGE’s 
hyper-innovative software lets 
you produce at the speed of 
imagination. And the very same 
software that's helping today's 
out-front gamemakers cook up a 
whole new generation of games. 

To make sure Zach gets his 
daily requirement of games, 
contact us pronto. Feeding time 
is soon. 


Ngan OF Т GAME 


SOFTIMAGE Inc., Corporate Headquarters: 3510, boul. St-Laurent, suite 400, Montréal, Québec, Canada H2X 2V2 Tel.: (514) 845-1636 Fax: (514) 845-5676 


U.K. 44 71 287 0708 * Asia 65 538 3289 e Italy 39 39 6057 720 * France 33 1 46 04 3300 * Germany 49 8062 7083 0 * Spain 34 1 535 2017 
€ Creative Environment is a registered trademark of SOFTIMAGE Inc. 


Wolfenstein 3D 


Wolfenstein offers a wide variety of weapons. The better of these, like the Gatling gun (main), are 
usually hidden behind walls. Thorough searches can be tedious, but they're vital to your success 


= oom, which is apparently ready and 
waiting for Jaguar conversion, is a 
game that, given a quick release, 
would sell thousands of Jags on its reputation 
alone. So what do Atari do? They tell id to 


The closer you are to your opponent, the 
more damage each shot inflicts on him 


delay Doom in favour of its forerunner, 
Wolfenstein. It must make sense to someone. 
However, that's not to say that Wolf isn't a 
good game. It is. Just like Doom, it's simple, 
addictive and worryingly good fun. The game is 
based in a Nazi-infested castle in which you're 
being held captive. In order to escape, you 


have to fight your way through ten levels full of 
Nazi soldiers. Your health is represented by a 

face which gets bloodier the more damage you 
take. The only other aspect of concern is your 

gun and the number of bullets remaining. 

The Jaguar version of Wolfenstein is faster 
(30fps), has smoother animation and sounds 
better than its SNES predecessor. The main 
difference between this and the SNES game, 
however, is the re-inclusion of blood. id were 
adamant that Nintendo's child-orientated 
morality was not going to dog the Jag game. 

Wolf doesn't tap the Jaguar's power fully, 
yet the game often feels too fast. Also, the 
lack of detail on the ceiling and the repetitive, 
rectangular scenery conspire to disorientate 
you. The cumbersome Jaguar joypad doesn't 
make for accurate aiming, either. But there's 
still no reason why Jaguar owners shouldn't 
gain enjoyment from this, despite the fact that 
what originated as a shareware title has now 
had a £50 pricetag slapped on it. 

Wolf is nothing new — and there are better 
games available for the Jaguar — but it will 
always be fun. However, with titles like AVP 
and Doom promised soon, you'd have to be 
desperate to dash out and buy this. But, 
of course, Jaguar owners are desperate. 


Edge rating: 
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Format: Jaguar 
Publisher: Atari 
Developer: id 

Price: £50 
Size: 16 Mbits 


Release: UK 


Most of the guards can be killed 
with a few pistol shots. Among 
these lightweights are tougher 
opponents, who are dressed in 
blue. Guarding the exit is a 
veritable man-mountain 
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testscreen 


Super Street 


Format: Mega Drive 
Publisher: Capcom 
Developer: In-house 

Price: £80 
Size: 40 Mbits 
Release : Out now (Jap) 


Supplied by: Console 
Concepts 
0782 712759 


From top: Thunderhawk demonstrates his Condor 
Dive on Zangief; Guile’s Flash Kick shows that he 
doesn’t need any new moves; Fei Long’s combos 
can be devastating, even on someone twice his size 


3 


Long n 


ove it or loathe it, you 
simply can't ignore it. 
With their irrepressible 
Street Fighter series, Capcom 
have almost monopolised the 
one-on-one beat 'em up genre. 
Other beat 'em ups may look 
and sound better than 
Capcom’s efforts, but none of 
them 'feel' as good to play. 
And Capcom are well aware of 
this — worldwide sales of ten 
million SF// units is a pretty 
good indication that they've 
done something right. 

So what do they do after 
scoring with SFII? They don't 
produce a Street Fighter III, 
that's for sure — when you've 
got a proven formula like SFII, 
making wholesale changes is 
far too risky. Instead, they 
enhance the original game. 
Enter a procession of 
‘upgraded’ SFils: Street Fighter 
1 Champion Edition, Street 
Fighter Il Turbo Hyper Fighting, 


Fighter II 


The big Mexican, Thunderhawk, tries to hit the slight Fei Long with a roundhouse kick. 
Luckily, Fei Long's diminutive stature doesn't prove to be a significant handicap 


Super Street Fighter Il and, of course, Super 
Street Fighter Il Turbo. 

It would be logical to assume that interest 
in Street Fighter Il would have waned by now. 
But surprisingly, the apparently endless 
parade of Capcom siblings doesn't seem to 
have reduced public demand in the slightest. 
The fact is, people still want to play SFII on 
their consoles, and the cachet involved in 
owning the latest Super Street Fighter Il game, 
rather than the suddenly passé previous 
version, provides a powerful enough pull to 
keep the punters coming back for more. 

Super Street Fighter Il, released for both 
SNES and Mega Drive, is the latest 
incarnation. Judging by the way it's selling in 
some import shops around the country, it 
could be the most successful version of the 
game yet, and the biggest cash cow for 
Capcom since the original console conversion 
appeared on the SNES. 

This Mega Drive version weighs in at a 
hefty 40 megabits, which is all well and good 
in theory, but does Super Street Fighter Il look 
and sound like a 40 Mbit cartridge? Not quite. 
The tunes, speech and samples are all 
laughably weak, some of the backdrops look 
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testscreen 
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All of the characters in Super SFII have now acquired an extended wardrobe, 


Colour supplement enabling up to eight people to fight in a tournament playing the same character 


distinctly pixelated, and the definition isn't as strongest — or prettiest — female fighter Modes 
high as it could have been - even on a around; Thunderhawk, who fights out of Mexico 
Japanese SCART machine. So where did those and is the biggest and strongest of the new Capcom have included five play 
extra megabits go? For once, they were used characters; and Fei Long, from Hong Kong, options in the Mega Drive package. 
to improve what is arguably the most important who's the smallest and weakest fighter in the The first one, Super, is basically the 
aspect of any game — playability. entire game, but makes up for his oneplayer arcade game with all the 
Capcom have bolted on lots of innovative unprepossessing physique with excellent Super additions. The second, 
features to make the game even more martial arts skills and devastating speed. Tournament, allows up to eight 
appealing to Street Fighter Il fans. Firstly, These four characters alone would make players to battle it out for the Street 
they’ve added four completely new characters: Super Street Fighter Il a worthwhile investment Fighter II crown. Next, there’s the 
Dee Jay, the ever-smiling, maraca-playing for most self-respecting Street Fighter Challenge option, consisting of Time 
Jamaican; Cammy, the freckle-faced, pigtailed aficionados. But there’s more; to make the Challenge and Score Challenge. In 
English rose, who has joined the tournament game even more appealing, some of the Time Challenge, you have to kill you 
to prove to the world that Chun Li isn’t the original characters get new moves. Ken now opponent as quickly as possible, and 


then try to beat your best time; in 
Score Challenge, you have to see how 
many points you can score in any one 
round. Both will keep single players 
amused for some time. In the Group 
Battle option, two players choose up 
to four characters each; the object is 
to beat all your opponent’s fighters 
without losing all yours first. And 
lastly, there’s Versus mode, the 
traditional twoplayer game which put 
Street Fighter II on the map. 


Continued next page 


The superbly fit Jamaican, Dee Jay (top left) gives the ageing Sagat a firsthand look at 
his Max Out. Mexican T.Hawk's awesome size and strength (top right) make up for his 
sluggishness. Fei Long's Rising Dragon Kick (main) will burn even the mightiest warrior. 
Cammy looks on scornfully (right) as her rival, Chun Li, Hundred-Foot Kicks the air 
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testscreen 


From top: Ken can now perform a 
Burning Dragon Punch; Ryu gets 
an improved fireball; Vega shows 
off his new Psycho Punch 


has a Flaming Dragon Punch, which, if timed 
correctly, can score four direct hits in rapid 
succession. Not to be outdone, Ryu gains a 
new fireball which burns and stuns his 
opponents. Blanka gets a new Beast Roll 
which opponents find extremely hard to avoid, 
and the lumbering Russian, Zangief, acquires 
numerous extra throws and holds. 

As well as adding extra characters and 
moves, Capcom have made some of the old 
moves easier to pull off. To execute Chun Li's 
fireball, for example, you simply move back, 
step forward, and then press punch. It's 
improvements like these — which seem trivial 
at first but have a real effect on the way the 
game plays - that make what is arguably the 
most playable beat 'em up ever even more 
accessible to grandmasters and virgin street 
fighters alike. 

Capcom have also given the game five 
different play modes: Super, Tournament, 
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Challenge, Group Battle and Versus, all of 
which contribute towards an excellent 
beat 'em up package. Sadly, there's no sign of 
the 'Turbo' feature, but there is a game speed 
facility which just about makes up for that. 
Basically, this is Street Fighter Il with huge 
knobs on. In terms of sound and visuals it can 
only be described as average, but you can 
forgive it any weaknesses in those 
departments because it gains huge strength 
from its exceptional playability. You wouldn't 
have thought that a few extra characters and 
additional moves would be enough to place 
this on a higher pedestal than its 
predecessors, but they are. Despite its 
disappointing aesthetic deficiencies, Super 
Street Fighter Il is possibly the best E zi 
beat 'em up ever. 


Edge rating: 
i EE | | E 


Strike first and you’re awarded a ‘First Attack’ 
bonus, as Honda demonstrates at Dee Jay’s 
expense (main). Dee Jay comes in for a bit of a 
kicking (left) - this time it's Cammy doing the 
damage with her Cannon Drill. Balrog covers up 
after loosing off a quick combination (above) 


Coming soon. 
Quarantine 
Hel 
Frontier-! st Encounters 
Bureau 13 
Star Crusader 


We make this lovely advertisement and you drool all over it. Why do we bother? 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berks, SL1 3UA 


THE сеш 


THE REBELS 
THINK THE FORCE 
Is WITH THEM. 


EXPLODE THE 


MYTH. 


LJ 


Now you can experience Star Wars” 


from а new point-of-view. From the . 

creators of X-Wing”, comes TIE Fighter’, 
the sequel that lets you fly for the Empire. 

The dark side of the. Force beckons... 


= 


dare you respond? 


TIE Fighter game © 1994 LucasArts Entertainment Company. All Rights Reserved . Used Under Authorization. X-Wing 
game © 1992 LucasArts Entertainment Company. TIE Fighter and X-Wing are trademarks of Lucasfilm Ltd. Star Wars 
is a registered trademark of Lucasfilm Ltd. The LucasArts logo is a registered trademark of LucasArts Entertainment 
Company. LucasArts is a trademark of LucasArts Entertainment Company. IBM is a registered trademark of International 
Business Machines. 


TO X-WING" 


Rip through the Rehel front in six . 
unique Imperial starfighters. 


E^. co 
- Мем heart-stopping, 
. interconnected battles — 
... will envelop you. 


Enhanced ultra-realistic 
graphics and gameplay. 


OUT NOW FOR IBM PC AND COMPATIBLES. 


DISTRIBUTED IN THE UK BY VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LTD 
338A LADBROKE GROVE * LONDON W10 SAH 
TEL: (081) 960 2255 
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TIE Fighter 


Format: PC 
Publisher: Virgin 
Developer: LucasArts 

Price: £45 
Size: 5 disks 
Release: Out now (UK) 


The status panel (bottom of screen) 
shows the current target's vital 
statistics. Once its shields have 
been destroyed, its hull begins to 
absorb all the damage. When the 
hull reaches zero (bottom)... 


irst there was X-Wing. Then came its 

two sequels, /mperial Pursuit and 

B-Wing. And now another game has 
been added to the venerable series of PC 
shoot 'em ups. But LucasArts maintain that 
TIE Fighter isn't just another sequel, but a 
completely new game in its own right. 

In the unlikely event that you haven't 
played X-Wing or seen its movie progenitor, 
Star Wars, X-Wing and its follow-ups cast you 
as a starfighter pilot, flying for the Rebel 
Alliance against the Imperial forces, with your 
objective being to destroy the newly completed 
Imperial Death Star. After 36 gruelling 
missions, the Death Star is destroyed and 
you're decorated for your services. 

TIE Fighter begins where X-Wing left off, but 
this time you play an Imperial pilot, flying a TIE 
Fighter against the Rebels. At the start of the 


fiu; 
"HULL 
in- 


HO CHhEÉU 


The mission map allows you to select targets 
and obtain instructions for the action ahead 


game, the Emperor summons his fleet to 
Coruscant City to inform you that the Rebels 
are in a vulnerable position. With your help, 
they can finally be defeated. 


The unimaginatively named Heavy 
Bomb (above) can cause serious 
damage, even to a frigate's 
shields (top). Lasers are enough to 
put most ships out of action (left) 


screen 


Dialogue 
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Talking to the flight officer before each mission gives 
you an insight into what opposition you'll face (no 
tactical help is provided until you've failed once) 


Although TIE Fighter employs the same 
basic graphics engine as X-Wing, LucasArts 
have managed to produce a technically 
superior title. The Rubik's Cube graphics of 
X-Wing have been jettisoned and now all the 
ships actually look like ships. There's a lot 
more of them, too: T/E Fighter features 33 
previously unseen craft, including six space 
platforms, three different varieties of mine, a 
tug and a modular conveyor. The cut scenes 
are longer, the space station is larger and the 
sound is better. 

However, it's not until you actually start 
playing the game that you notice the real 
refinements. The principal improvement is that 


Mission debriefings (top right) allow you to assess your performance. Any special 
objectives are dealt with by Imperial agents like this creepy-looking fellow (above) 


each mission now has primary, secondary and 
bonus objectives, so you can tackle as much 
or as little as you want (only the primary 
objectives need to be completed to progress 
to the next mission). The mission map is now 
an extravagant 3-D grid which highlights any 
area of the battle that you choose. 

At launch, you can decide whether to arm 
your ship with missiles, rockets, bombs or 
torpedoes, each of which has a different blast 
rating and exit velocity. These correspond with 
the various ships' defensive ratings, as listed 
in the Tech Room, so you can get a good idea 
of the weapon needed for each job. If you have 
to destroy a frigate, for example, the ultra- 
powerful Heavy Bomb is the perfect choice 
(although it can prove difficult getting close 
enough to your target to enable the weapon to 
do its job effectively). 

In the first few missions, you fly the base- 
model TIE Fighter, which doesn't possess 
shields. With two hits almost always meaning 
the end of your ship, a more circumspect 
approach to achieving your goals is required. 
eo However, that's not to say that the missions 
Inside the space station: the registration hall are now purely tactical exercises; unless you 


(top) leads you to the base centre (bottom). display blatant kamikaze tendencies, the 
From here, all areas of the ship can be accessed 
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screen 


TIE Fighter allows you to match your speed 
with that of your target. Sluggish Y-Wings 


are easy to hit from behind 


If your ship is hit in friendly space, 
you’re rescued and receive medical 
treatment. (Capture by the Rebels 
results in a term in a prison camp) 


X-Wings and Y-Wings you’re up against are 
primitive enough to allow you to keep going for 
some time. In later missions, you get to fly 
more sophisticated craft, but the Rebel ships 
gain a similar boost in performance. 

A useful addition is the ability to back up 
and restore your pilots when things go wrong — 
LucasArts have finally accepted that not many 
people can play right through a 50-level game 
the very first time they try. This facility allows 
you to keep the medals and other decorations 
bestowed upon you by the Empire — even if 
you are vile and evil, you deserve a few perks. 

TIE Fighter s major drawback is that all the 
missions are essentially the same: fly around 
for a while, shoot a few rebel ships, guard a 
container pod, return to base. The story does 
incorporate a few interesting sub-plots, in 
which the Emperor's agents (looking 
remarkably like sackcloth salesmen) recruit 
you for special missions, but the thrills are 
strictly short-term. Even when you reach the 
later, harder, missions in each scenario, you 
don't feel any compulsion to continue; rather, 
you're tempted to try one of the other 
scenarios instead, just on the off chance that 
it will be slightly different. 


The cut scenes add depth to the game's plot. Here, Admiral Harkov arrives in his Imperial shuttle at a 
secret Rebel base, where a rendezvous has been arranged to negotiate his defection to the Alliance 


The greatest satisfaction to be gained from 
computer games derives from the knowledge 
that you've triumphed against the odds. This 
is lacking in TIE Fighter. No longer are you the 
heroic underdog fighting for a noble cause; you 
know that the Empire, with its huge fleet of 
ships, will win against the Rebels’ paltry 
forces, and that your own efforts, no matter 
how spectacular, won’t make a jot of 
difference in the long term. This is a serious 
deficiency — would the Star Wars movies have 
been so absorbing if they had depicted a 
series of easy victories over a technologically 
obsolete and numerically inferior force? 

If you loved X-Wing and feel the need for 
more of the same, TIE Fighter is a worthwhile 
addition to your software collection. But 
although X-Wing was a superb game two years 
ago which can still hold its wings high today, 
the technically better TIE Fighter is nowhere 
near as enjoyable in the long term and offers 
nothing to support LucasArts' claim that it's a 
completely original game. A sequel too E 
far, perhaps? 


Edge rating: Seven out of ten 
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THEN SEND US YOUR CASH Ж 


YOURS FOR 6 MONTHS THEN PAY TODAY'S RETAIL PRICE. 
No INTEREST CHARGES, No Рероѕп, No STRINGS ATTACHED 
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3DO INTERACTIVE MULTIPLAYER 


PANASONIC 3DO SOFTWARE Call into your local Calculus Store or phone our 


PIN from Monster Manor i i 
ror with battalions of realistic day animated grim reapers, ghosts, spiders and bodiless heads. Mail Order number on order POM Panasonic 3DO 
john in Madden Football and software titles. Sign our credit form confirming 


u can call the shots and control the action in this state of the art American football simulation. i i j 
id Rash: Bio an Ооо s ctr ede the period over which you wish to pay. (you can 


No speed limit. No rules. Lawless high speed motor cycle racing with fierce hand to hand combat change your mi nd on how to pay after your 6 months 


SUOEK Wave DN Ter | ownership) Once we have received a good status 
ombines motion video, digital sound effects in a high speed animated space fighter epic 


wisted report the Panasonic 3DO is yours, enjoy it for 6 
Saw c eS Months and then confirm your final payment choice. 


Se yp m bk he greatest amusement parkih бе wer A. EITHER Choose easy payment terms* of your 


Super T Wing Commander 
The interactive movie that revolutionised gaming on personal computers. Fully enhanced to take advantage of choice from 6 to 60 months. 


3DO5 exciting new speed, graphic and sound capabilities B. OR Pay £399.95 plus software ordered 
Ring for comprehensive software list. Software titles are subject to change No Stri ngs attached, no Interest charges. 


HINTS AND TIPS 


CALC U LU S If you are visiting a Calculus Store, bring a cheque 
guarantee card and proof of identity for Instant credit 
ALTRINCHAM FF clearance. Otherwise it can take upto 24 hours but 


SHEFFIELD : 
ОЕ qu 67 The Moor D Uc Eni Yorkshire you must be over 18 and in Full Time Employment. 
Cheshire 
-UPON-TRENT $071 TON COLDFIELD | "APR 29.9% 
Unit 30 Octagon Centre New street 80 The Parade Sutton Coldfield 
Burton on Trent Staffs TEL: 0283 517505 West ТАМУУ TEL: 021 355 4839 


Unit 34 ТАМУУ kerside Sh C ; тл 
Shoe Cemre Coventry 0565850778 туо TEL: O85) 69776 rss Pay IN F ULL Now. 


WALSALL i 

Unit | | Princes un Hull . 48 Park xn Saddlers Centre VValsall We accus and Visa Cards or a cheque. put youi 
TEL: 0482 585100 TEL: 0922 21700 cheque guarantee card number on the back of your cheque 
| : „WARRINGTON BE for an instant status cheque otherwise allow 5 days for clear- 

ee Cheshire TEL: 0925 5 ance. Mail order goods are normally dispatched the day that 


Centre Leeds TEL: 0532 454098 Warrington Cheshire TEL: 0925 575055 а " . : | 
NORTHWICH WIGAN an order is cleared and delivered Nationwide by Securicor 


85 Witton Street Northwich 18a The Galleries Shopping Centre 
Cheshire TEL: 0606 47883 Market Street Wigan TEL: 0942 323913 Calculus Price £3 99. 9 Энг FREE Total al Eclipse 
OPENING SOON IN PRESTON, OLDHAM AND AYLESBURY — — | : = SEE 
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testscreen 


Format: 3DO 
Publisher: EA 
Developer: In-house 

Price: £50 (import) 
Size: 1 CD 
Release: Out now (US) 


The pods (top) hover around some of the more 
important locations. This enemy fortress (middle) is the 
final challenge in the Egyptian scenario. Your ship is 
armed with both missiles (above) as well as lasers 


EEE” _ 


he Earth seems to suffer an inordinate 


_ number of disasters in videogames. 
^ Shock Wave is yet another game to 
make use of the Earth-in-peril scenario. For 


some reason, several 
thousand alien ships have 
suddenly appeared from 
beyond the galaxy and started 
to attack the Blue Planet. So 
you, the archetypal lone hero, 
set off in your Stealth Bomber 
lookalike to send them back 
to where they came from. 

The first thing you notice 
about Shock Wave is that it 
looks superb. As the blurb on 
the box trumpets, it has 'over 
20 minutes of FMV... superb 
sound... photorealistic 
real-world locations [and] 
stunning 3D terrain.' At least 
the marketing men got that 
part right. 


$9999990699090920092906 


Shock Wave 


Shock Wave is a game in which appearance is everything. In an attempt to spice up the atmosphere on 
later levels, your wingman insists on repeatedly shouting, ‘Go get those bastards!’ It doesn't work 


Unfortunately, what they neglected to 
mention was that you would have to be a 
terminally bored six-year-old to play the game 
for more than an hour. For a start, all the 
missions are preprogrammed: the invaders’ 
craft always appear in the same place and 
perform much the same actions every time 
you meet them, regardless of what 
manoeuvres you execute. Which is probably 
just as well, because your violently 
oversteering craft effectively rules out any 
spontaneity on your part – one tap of the 
joypad to line up an approaching target and 
you find yourself veering off at a tangent. In a 


The invading alien armada (right) draws 
inexorably closer to the unsuspecting Earth 


LEELEE] eeeeeee 


This night-time mission over Los Angeles (above 
and right) offers a new type of challenge, in that 
you have to line up your shots without seeing 
your enemies - the cross hair brightens when 
you’re on target, but that’s the only help you get. 
An infrared facility would have been useful here 


shoot ’em up, this lack of any real feeling of 
control over your ship is inexcusable. 

Unless you can destroy the enemy craft 
(consisting of ground-based ‘walkers’ as well 
as spaceships) in a head-on attack first time, 
you have to backtrack and try again, which 
soon gets very tiresome. And as well as 
repetitiveness, 
you've got to 
cope with 
frustration. 
Each 'run' 
confines you to 
an elongated 


These tripods (inset) constitute the bulk of the 
enemy forces, and are backed up by air units 
(above). The sky's lack of detail is noticeable 


LIII, 


polygonal area: fly outside it and your shields 
run down rapidly; fly too far back into the 
mission to mop up previously missed targets 
and you suffer the same fate. The whole 
exercise is extremely annoying. 

Such severely flawed gameplay is 
particularly annoying because Shock Wave 
does genuinely look good - although not quite 
as stunning as Total Eclipse, perhaps. The 
larger buildings placed on the game plane 
(pyramids, churches, alien control centres, etc) 
are excellent, with their detail becoming 
apparent only when it should. The depth-cued 
texture mapping — each region you have to 
liberate from alien control has a different 
texture — is also very impressive. The only 
criticism of the entire presentation is that the 
Sky is a dull monotone throughout. 

When 3DO titles become generally 
available in the UK, as they soon will, don't be 
tempted by Shock Wave's extravagant 
promises — once again, the phrase 'all show 
and no go’ is applied to a 3DO game. The 3DO 
convinced people long ago that it could 
produce visually opulent interactive movies; 
unfortunately, Electronic Arts have devoted too 
much time to the movie aspect and seem to 
have forgotten about the need for interactivity. 
Let's hope they make amends with their £E 
other forthcoming 3DO releases... 


Edge rating: Five out of ten 


A news broadcast reports that a cloud of meteorites is heading towards Earth. While the programme is on 
air, an explosion rocks the studio. The Earth’s defences (that’s you) are scrambled, and the game begins 


screen 


EEG 


PRISON 


Before each mission, you're treated 
to a briefing, complete with FMV 
sequences (top) and 3D renditions of 
your objectives (middle and above) 
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testscreen 


Format: SFC 
Publisher: Natsume 


Developer: In-house 
Price: £80 (import) 

Size: 16 Mbits 
Release: Out now (Jap) 


Supplied by: Console 
Concepts 
0782 712759 


The lack of parallax is evident 
here (top). Throwing your partner 
at a boss is the best way of 
defeating him (middle and bottom) 


| ikikaikai 2 is another one of those 
games that make a huge impact in 
= Japan but never see the light of day in 
the UK. Which is a shame, because despite 
all the standard arguments about cultural 
differences — the Western preference for 
instantly gratifying shoot- and beat 'em ups 
compared to the Japanese predilection for 
more longterm and strategic gaming 
experiences - you can't help feeling that the 
majority of gamers in this country are missing 
out on a large number of playable titles. 
Kikikaikai 2 is traditional Japanese action- 
adventure fare. You play the eponymous 
Kikikaikai, who has to rescue his girlfriend 
from the clutches of the usual evil kidnapper. 
To reach your objective, you have to battle 
your way through nine bidirectionally scrolling 
levels, each one guarded by a boss - the 
bosses range from an icicle-spouting orange 
geezer to a surreal Egyptian cat complete with 
fluffy white kittens that chase after you. Your 


$650999€69099900092090526090980950909002062059 


The sprites in Kikikaikai 2 are beautifully drawn. 
Everything else is similarly detailed - the water 
(above) ripples around you when you dive in 


$9606990999809906098696099006092009990509906008090062960599 


Kikikaikai 2 


The candles at the bottom of the screen 
represent this boss's energy level. As his 
energy decreases, he becomes more deadly 


main method of fighting is to throw ‘cards’ at 
your enemies, although you also get a stick for 
more effective close-range work. At various 
points in the game, other characters appear, 
which you can absorb and whose attributes 
and specialist fighting skills you can then 
make use of. 

The first thing you notice about Kikikaikai is 
the training mode, which takes you on a tour 
of every aspect of play, starting with 
movement, taking in the two weapons at your 
disposal, and progressing to the twoplayer 
control system. As most of the instructions 
are in Japanese, it’s a very useful feature. 


Se eee one 


testscreen 


can only be 
overcome by 
persistence. Ten minutes of non-stop assault 
(while dodging his fists, icicles and dropping 
jaw) will give you access to those doors 


Kikikaikai' s graphics, instantly recognisable 
as a product of the Manga school, are 
colourful and well-drawn, and the sound is 
humorous and appropriate, if lacking the 
finesse of the first game. The game also has 
lots of distinctive little touches. For example, 


The penultimate level is the most challenging, featuring a set of firework-wielding baddies. 
However, like all of Kikikaikai 2, the have-another-go factor means you'll eventually beat it 


Kiki's health level is represented by the abilities or set free to serve as an extra firing 
number of items of clothing he is wearing — platform. The extra character is available in 
although decency demands that this metaphor both one- and twoplayer modes on most 

. is never taken to its logical conclusion. levels, and gives the gameplay added depth. 
Another amusing aspect of the game is the However, Kikikaikai 2's fatal flaw is that, 
fact that you can throw the other character unlike its fiendishly tough predecessor, it's 
around for extra firepower at crucial moments over too soon. The gameplay provides a 
(often in the wrong direction), a capability decent challenge, but the simultaneous 
which you soon find is vital to your success. If twoplayer option and unlimited continues 
you miss, the other character lies on his back conspire to ensure that it doesn't take long 
with stars swirling around his head too polish each level off — there's definitely not 
(accompanied by cheeping sounds, of course). £80's worth of play here. Another criticism is 
This attention to detail is instantly noticeable. the lack of parallax, which would have given 

What makes the game really stand out is the graphics a bit more oomph. 

the second character. At the start of each level ' Overall, though, Kikikaikai is an enjoyable 
you can choose a friend to assist Kiki in his experience. If you want good presentation plus 
quest. By the end of the game you get a bags of humour and playability, this will ol 
choice of seven, each of which has fit the bill. If you can find it, that is... 


advantages and drawbacks in terms of speed, 
strength and fire power. This friend can either 
be amalgamated with Kiki to provide enhanced Edge rating: 


Kiki has to avoid being flattened 
by headstones (top), pierced by 
Kiki’s friend lends a hand with some shiruken throwing (left) - some foes are immune to her archers (middle) and crushed by 
attacks, though. Another one bites the dust with a rather satisfying explosion (right) boulders (bottom). It's a hard life 
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FIVE MEGADRIVE GAMES 


THE HEDGEHOG 
6-BIT CARTE 


16-BIT CARTRIDGE 


HELP! is a strictly limited edition compilation and is available 
exclusively from Dixons, but only while stocks last! 

All the games in this compilation have been donated by the 
publishers absolutely free of charge. Dixons are donating all 
profits from the sale of HELP! which will go to Childline, The 


Prince's Trust and other charities to be announced. where else can you get HELP!? 


SEGA and MEGADRIVE are trademarks of Sega Enterprises, Ltd. ACCLAIM is a trademark of Acclaim Entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All rights reserved. U 5 GOLD is a trademark of U 5 Gold Ltd. 


retroview 


Edge takes you back in time to a legendary era when colours were few, 
resolution was low, memory was scarce, yet gameplay was absorbing 


Knightlore 


Edge welcomes contributions to Retroview. Get your contribution (about 250 
words) printed and you'll be rewarded with a year's subscription to Edge. 
Address: Retroview, Edge, 30 Monmouth Street, Bath BA1 2BW. E-mail: 
futureGcix.compulink.co.uk, subject line ‘ATTN: JASON BROOKES’. 
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If you need to, you can venture further afield into the forest surrounding 
the castle (above left). Wherever you are, keep a close eye on the time, 
displayed in the bottom left corner of the screen (above right). Don’t 
attempt any critical actions just before you change into a werewolf 


The wizard patrols the central room. Flashing above 


the pot is the next item he requires for your cure Format: Spectrum 


Publisher: Ultimate 
Developer: In-house 
Players: 1 
Price: £10 
Released: 1984 


tis probably no exaggeration to say 
» that Knightlore represents the greatest 

single advance in the history of 
computer games. The first isometric 3D game 
was not only an unparalleled programming 
achievement, but it introduced a whole new 
concept in gameplay. Actually completed 
before its predecessor, Sabrewulf, Knightlore 
was withheld for months because its 
publishers knew that after its release, 
consumers would not be easily satisfied. 

You play Sabre-man (also the hero of 

Speccy greats like Atic Attack and Sabrewulf), 
who has developed a bout of lycanthropy. With 


1 эм QI 


5 


The poltergeist's reactions depend on what form 
you're in (above). Exiting through that high arch 
is prohibitively hard, but not (quite) impossible 


40 days and 40 nights before the disease them into a friendly wizard's pot. The wizard 
becomes terminal, his only hope is to collect will then brew a potion to cure his affliction. 
eight items from around a castle and drop As you wander around the one-colour-plus- 


black play area, searching for that next elusive 
ingredient, you can pick up various objects 
which help or hinder your quest. Pixel-perfect 
judgement is required, as is speed, because 
every 12 hours you're transformed into a 
werewolf, usually just when you could have 
done without it. 

It's a sobering thought today, when games 
of a similar type require 30Mb of memory, that 
Knightlore was crammed into a minuscule 
48K. Even though Ultimate, as Rare, went on 
to produce well-regarded games like Solar 
Jetman and Snake, Rattle And Roll for the 
NES, Knightlore remains their finest hour. It's 


There's no time for hesitation here 
: - those floating blocks disappear as 


The monochrome colour scheme avoids those a great tribute to the game that — ten. {Е - soon as you've jumped onto them 
notorious Spectrum sprite clashes and years later — we still remember it. (top). Negotiating these gates eats 
doesn't adversely affect the gameplay up precious time (above) 


V66r 19qwə}dəs ouizegeu HORE 


77 


Back issues coupon 


EDGBOO9 


To order back issues or a slipcase, fill in the form below and 
send it, together with a postal order or cheque (made 
payable to Future Publishing), to: 

Edge Back issues, Future Publishing Ltd, FREEPOST 
(BS4900), Somerton, Somerset TAI! 6BR. 


Please send me the following issues of Edge (tick as 
required). | include a cheque/postal order (delete where 
applicable) for £5, or £8 for two issues (all orders include 
postage and packing). 


Issue two Issue three | Issue four 
Issue five Issue six Issue seven 
Issue eight Issue nine Issue ten 
Issue eleven Edge slipcase(s) at £6.00 each. 


Name 
Address 


Postcode 


Back issues hotline number: 0225 822511 


The future of videogarning 


January 1958 firent 


SHES ш Amiga CD* в Mega Drive a PC e CD-i « PC Engine w Neo Geo w 300 в Jaguar 


Edge 1 
Sold out 


Edge 2 

Sex and violence in videogames — is it 
anything to worry about? The truth about 
CD-ROM: what is it and why do we need 
it? Networking: interactive TV and the 
global videogames link-up. Reviews: 
Tetsujin 2 (Marty); Thunderhawk (Mega 
CD); Jurassic Park (SNES); Street Fighter II: 
Special Championship Edition (Mega CD); 
Turrican 3 (Amiga); Aladdin (MD); 

Top Gear 2 (SNES) 


Edge 3 

Supergun: the complete home arcade 
system. Game genres: why haven’t 
videogames changed since the 1980s? 
Virtual reality: will it change videogames 
for good? Reviews: Crash ’n’ Burn (3DO); 
Super Empire Strikes Back (SNES); Dune 
(Mega CD); Return To Zork (PC CD-ROM); 
Splatterhouse (Marty); FIFA Soccer (MD); 
TFX (PC); Rastan Saga (arcade) 


Edge 4 

PC Engine: the 8bit console that made a ` 
hit abroad but is still regarded as a cult in 
the UK. Edge talks to Peter Molyneux's 
Bullfrog, the company behind Populous, 
Powermonger and Syndicate, about their 
latest creations. Reviews: Cybermorph 
(Jaguar); Secret Of Mana (SNES); Myst 
(Macintosh CD-ROM); Frontier: Elite II 
(PC/Amiga); Samurai Shodown (Neo-Geo); 
Dracula X (PCE); Aladdin (SNES); Joe 
Montana's NFL Football (Mega CD); Kether 
(CD-i); IndyCar (PC) 


[UT 


Edge 5 

The hard sell: how videogames are 
marketed. Full PS-X tech specs. Jaguar: 
developers predict the future. Reviews: 
Sam And Max (PC); Cannon Fodder (Amiga); 
Rebel Assault (PC CD-ROM); Crescent 
Galaxy (Jaguar); Mad Dog McCree (300); 
Stellar 7 (ЗОО); Liberation (CD32); Actraiser 
2 (SNES); SubWar 2050 (PC) 


Edge 6 

3D graphics: exploring the third 
dimension. FMV: the story of movies on 
CD. Archer McLean: the creator of 
Dropzone talks to Edge. Reviews: Total 
Eclipse (3DO); Raiden (Jaguar); Bomberman 
'94 (PCE); Ganbare Goemon 2 (SNES); 
Night Trap (3DO); Ground Zero Texas 
(MCD); Mortal Kombat 2 (arcade); Fatal 
Fury Special (Neo-Geo); Voyeur (CD-i); 
Alone In The Dark 2 (PC) 


Edge 7 

Edge asks: What’s wrong with the PC? 
LaserActive: Mega Drive gameplay plus 
LaserDisc visuals. Reviews: Doom (PC); 
Ridge Racer (coin-op); Super Darius 2 (PCE 
CD); Super Puyo Puyo (SNES); Muscle 
Bomber (Marty) Mega Man X (SNES); 
Scavenger 4 (Marty); Lunar (Mega CD); Sim 
City 2000 (Mac/PC); Monster Manor (3DO) 


Edge 8 

Inside Namco: Edge asks about Ridge 
Racer, PS-X and the greatest coin-ops 
ever. The CD??: is it doomed to fail? 
Reviews: John Madden (3DO); Ultimate 
Tiger (Marty); Sub-Terrania (MD); Tempest 
2000 (Jaguar); Virtua Racing (Mega Drive); 


Every issue of Edge is a treasure 
trove of priceless videogames 
information. These pearls of wisdom 
can be yours for only £5 each 


issues 


Back 


Back issues hotline number: 0225 822511 


„РС aCD-i aPC Engine в № 


Saturn ~ World first: 
: — 
hard info direct from 
а 
Sega Japan on both 
ersions of thi 
32bit powerhouse.. 


Spin Masters (Neo-Geo); Strider (arcade). 
Plus Leading Edge hardware guide 


Edge 9 

Taos: a revolutionary new universal 
operating system. Yu Suzuki: Sega's 
driving force. Global domination: the 
multinationals muscling in on interactive 
entertainment. Reviews: Ultima VIII (PC); 
Pebble Beach Golf (3DO); The Horde 
(3DO); Fatal Fury 2 (PCE); Art Of Fighting 2 
(Neo-Geo); Super Metroid (SNES); The 
Sentinel (Amiga/ST/C64/Spectrum) 


Edge 10 
Has the dream turned sour for Trip 


ture of interactive entertainment 


LY 


emm 


Hawkins? Out of sync: global 
incompatibility explored. Reviews: SOS 
(SNES); Pacific Strike (PC); Super Wing 
Commander (3DO); Heavenly Symphony 
(Mega CD); 7th Guest (CD-i); Windjammers 
(Neo-Geo); Flying Shark (Marty) 


Edge 11 

PS-X: Full tech specs, first pictures and 
initial release schedule. CD-i: Has Philips' 
machine got what it takes to survive the 
multimedia future? Reviews: Theme Park 
(PC CD-ROM); Super Sidekicks 2 
(Neo-Geo); Wildtrax (SFC); Doctor Hauzer 
(ЗОО); Out Of This World (3DO); 
Battlecorps (Mega CD) 


Back issues of Edge cost £5 each 
(postage and packing are free). Or 
you could save yourself some money 
and get two for £8. 

To protect your copies of Edge 
from harm, why not order an Edge 
slipcase? Distinctive, stylish and 
durable, each slipcases holds an 
entire year's worth of Edge, and 
costs just £6 

To order back issues or slipcases, fill in the form below 
and send it, together with a postal order or cheque (made 
payable to Future Publishing), to: Edge Back Issues, 
Future Publishing Ltd, FREEPOST (BS4900), 
Somerton, Somerset TAI! 6BR. 
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THE 7TH GUEST." Beware of the ghostly guests 
and creepy characters in this interactive 
thriller and enter the bizarre hilltop mansion 
of reclusive toy maker Henry Stauf. The game 
features beautiful three dimensional graphics, 
live action video, an original soundtrack 
and sophisticated puzzle games which must 
be solved in order to stop the menace 
looming over the small town of Harley. The 
7th Guest will be available during the third 
quarter of 1994. £49.99 Cat. No: 811 004 0 


LITTLE DIVIL'^ In this humorous adventure 
game, guide the Divil Mutt through the 
Labyrinth of Chaos to bring back the Mystic 
Pizza of Plenty. Along the way, you'll also 
have to free the unfortunate divils who 
were unsuccessful on previous pizza missions, 
collect various artefacts, and avoid The Entity, 
that nefarious being who's out to send Mutt to 


able summer 1994. £39.99 Cat. No: 810 016 9 


100 


the torture chamber. Litil Divil will be avail- 


ALL REQUIRE DIGITAL VIDEO CARTRIDGES. 


PHILIPS 


MAD DOG McCREE™ (with gun). Mad Dog McCree 
is a live-action videogame set in the fabled 
days of the American Old West. Your mission — 
through a series of hair raising gunfights, free 
the town's sheriff who's been kidnapped by 
Mad Dog's nasty gang and, finally, face down 
Mad Dog himself. Reflexes and timing are 
critical, or you'll wind up in the undertaker's 
parlour. Mad Dog McCree will be available 
in summer 1994. £69.99 Cat. No: 810 008 9 
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DRAGON’S LAIR 1.™ Following the success 
of Space Ace, this is the second Don Bluth 
game to appear on CD-i. An evil wizard has 
captured the king's daughter and imprisoned 
her in the caverns below his castle. The king's 
champion, Dirk the Daring, must fight his 
way past the wizard's traps and monsters 
and finally slay the dragon to rescue the 
princess. Dragon's Lair 1 will be available 
in summer 1994. £49.99 Cat. No: 810 018 | 
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Rebel Assault PC CD-ROM Sim City 2000 PC Gunship 2000 CD?? Daytona Arcade 
Ground Zero Texas Mega CD FIFA International Soccer SNES/Mega Drive 


The very latest listings from throughout the world of videogames 


Mega Drive 


1 FIFA International Soccer 
Electronic Arts (£45) 


2 Virtua Racing Sega (£70) 


3 PGA European Tour 
Electronic Arts (£40) 


4 Sonic 3 Sega (£60) 


5 World Cup USA '94 
US Gold (£45) 


6 Dune 2 Virgin (£50) 


7 Ryan Giggs’ World Class Soccer 


Flying Edge (£40) 


8 NBA Jam 
Arena Entertainment (£50) 


9 Road Rash 2 EA (£40) 


10 Sensible Soccer 
Renegade/Sony (£40) 


Amiga CD? 


1 Gunship 2000 
Maxis/Mindscape (£30) 


2 Ultimate Body Blows 
Team 17 (£30) 


Liberation Mindscape (£35) 


4 Wembley International Soccer 
Audiogenic (£30) 


5 Frontier: Elite 2 Gametek (£40) 


6 James Pond 3 
Millennium (£35) 


7 The Chaos Engine 
Renegade/Mindscape (£30) 


8 The Last Ninja 
System 3 (£15) 


9 Myth System 3 (£15) 


10 Disposable Hero 
Gremlin Graphics (£30) 


SNES 


1 FIFA International Soccer 
Ocean (£45) 


2 World Cup Striker Elite (£60) 


3 Rock ‘n’ Roll Racing 
Interplay/Ocean (£50) 


4 Clayfighters 
Interplay/Ocean (£45) 


NBA Jam Acclaim (£60) 


6 World Cup USA 94 
US Gold (£50) 


7 Starwing Nintendo (£20) 
8 Sim City Nintendo (£20) 


9 Kevin Keegan's Player Manager 
Imagineer (£48) 


10 Ryan Giggs’ World Class Soccer 


Acclaim (£50) 


Mega CD 


1 Ground Zero Texas 
Sony Imagesoft (£50) 


2 Mortal Kombat II 
Arena Entertainment (£50) 


Lethal Enforcers Konami (£55) 


Sonic CD Sega (£45) 
Night Trap Sega (£50) 


Thunderhawk 
Core Design (£50) 


© | ا‎ AJY 


7 Microcosm 
Sony/Psygnosis (£50) 


8 WWF: Rage In The Cage 
Arena Entertainment (£50) 


9 Silpheed 
Sega (£50) - 


10 Final Fight 
Sega (£45) 


PC 


1 


Sim City 2000 
Maxis/Mindscape (£40) 
Cannon Fodder Virgin (£35) 


1942 Pacific Air Wars 
Microprose (£45) 


Premier Manager 
Gremlin Graphics (£35) 


5 X-Wing US Gold (£40) 
6 Frontier: Elite 2 


Gametek (£40) 


Microsoft Flight Simulator V5 


Microsoft (£40) 


8 Corridor 7 Gametek (£20) 


Pacific Strike 
Electronic Arts (£50) 


10 Battle Isle 2 Blue Byte (£40) 


PC CD-ROM 


1 


Rebel Assault 
US Gold (£46) 


7th Guest/Dune 
Telstar Fun & Games (£50) 


Sam And Max Hit The Road 
US Gold (£46) 


4 Mega Race Mindscape (£40) 


5 Jack Nicklaus’ CD Compendium 


Accolade (£20) 


6 Sim City Interplay (£50) 
7 Animals Action 16 (£17) 
8 UFO: Enemy Unknown 


Microprose (£45) 


Space Shuttle 
Action 16 (£17) 


10 Star Trek: 25th Anniversary 


Interplay (£50) 


US: all formats 


1 Super Metroid 

Nintendo (SNES) 
2 NBA Jam Acclaim (SNES) 
3 NBA Jam Acclaim (Genesis) 


4 NBA Showdown 
Electronic Arts (Genesis) 


5 World Series Baseball 
Sega (Genesis) 


6 Mortal Kombat 
Acclaim (Genesis) 


7 NHL Hockey ‘94 EA (Genesis) 


8 Secret Of Mana 
Square Soft (SNES) 


9 300 Sampler Volume 1 3DO 


10 Ken Griffey Jr. Baseball 
Nintendo (SNES) 


Arcade: dedicated 


1 Daytona USA Sega 
2 Ridge Racer Namco 


3 Suzuka 8 Hours II 
Namco 


4 Revolution X Williams 


5 Lethal Enforcers П 
Konami 


Sega’s Model 2-powered Daytona 
hangs on to the lead in the 
arcades for yet another month 


$€69960900900000000660600949020€6090G66060960600060000600€0609090690006€609090€6000600026609009€0900090900009€600909609020€0090€609090000900€900650259€000806099 


Arcade: PCBs 


Japan: all formats 
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1 Super Street Fighter II Turbo 1 Wildtrax 
Capcom Nintendo (SFC) 

2 Aliens Vs Predator Derby Stallion 2 
Capcom Ascii (SFC) 

3 Nebulus Ray J League: Excite Stage '94 
Namco Epoch (SFC) 

4 Joe And Mac Return Final Fantasy VI 
Data East Square Soft (SFC) 

5 Ultimate Tennis Sonic The Hedgehog 3 
Nova Sega (Mega Drive) 

6 World Cup ‘94 Super Space Invaders 
Temco Taito (SFC) 

7 Batsugun Super Bomberman 2 
Toaplan Hudson Soft (SFC) 

8 Great 1000 Miles Rally Super Street Fighter II 
Kaneko Capcom (SFC) 


9 Battletoads 
Electronic Arts 


9 Dragon Ball Z 3 
Bandai (Game Boy) 


10 Super Puyo Puyo 
Banpresto (SFC) 


10 SegaSonic 
Sega 


SFII Turbo (top) continues to fend 
off all challengers, but AVP 
(middle) could be the game to 
knock it out. Namco’s Nebulus 
Ray hangs on to third place 


Nintendo’s wonderfully playable 
FX-boosted driving game, 
Wildtrax, races into first place 
(top), just pipping Derby Stallion 2 
(middle) to the finishing post. 
Meanwhile, Excite Stage '94 
drops two places to number three 


Edge readers’ most wanted 


Which item of videogames hardware or software – real or 2 Clockwork Knight (Saturn) 3 FX Fighter (NEC FX) 


vaporous – would you most like to get your hands on? Write to 
Edge Most Wanted, Edge, Future Publishing, 30 Monmouth 
Street, Bath, Avon BA1 2BW, and confess your greatest desires 


l Daytona USA (Saturn) 


Sega's attractive polygon 
platformer shows what new 
technology can do for old genres 


4 Starblade (PlayStation) 


NEC's answer to Sega's Virtua 
Fighter certainly packs a punch in 
the graphics department 


5 Road Rash (3D0) 


9 5. SHIELD. 


After being temporarily ousted by PlayStation Labyrinth, Daytona 
reclaims its ‘most desirable’ status this month. Whether the Saturn 
version will be faithful to its arcade parent remains to be seen 


Namco's 3D blast may not be The phenomenally successful 
the most interactive shoot ет up Mega Drive game is likely to be 
ever, but it looks wonderful an equally big smash on the 3DO 


The response 
has been : 
ш > 
exce pt E Q A ai i One of the most respected 
publishers in the game 
i і industry, is proud to 
with repl е5 U K ; announce the opening of 
from all over the NovaLogic Ltd. in the 
Martin Kenwright, MD Digital Image Design United Kingdom. 
O O 
O N O O 
"NF C4 L0 un 
СЧ — «О со 
لہا له ليه‎ чы 
"O 
D 
5 We are Іоекійо to staff this office immediately; айй are 
а. seeking both programmers and 3D artists with experience 
Л Ф їп the game industry. If yali.are willing to push the 
Ф D0 boundaries on the.P6-arid all of the newest game console 
platforms,.and would like to join our team, please contact: 
50 = Stew Kosoy, NovaLogic Ltd., at 071 266 5669. 
с. Q А ы Employees enjoy good benefits and ave the potential to 
Ф 00 d Фф transfer to the California office. Salaties are 
= С ы commensurate with expérience. All inquiries taken in the 
4 a о. 2. ы strictest confidente. 
5 — с 
ыд -— "= 
ex © - б > 
| OL IO | 
777 
Ф — odia 7 
& Specialist Recruitment Consultants for the Leisure Software 
60 zr > Industry 
ca 
E 20 wv N Zodiac Pursuit is currently working for some of the worlds' leading 
> uL < leisure software publishers. We have hundreds of positions 
© = ч eo available in most cities throughout the United Kingdom. 
е“ i G 
© ы E Our clients are currently developing games for a wide range of 
a a Cx s formats, including: 16 and 32 bit consoles, CD's, PC's, Amigas plus 
= c <r 5 some exciting next generation RISC based machines. 
Ф Ф «T e 
Ф d 
БФ 5 |Programmers to £37K 
2 Ф LA 5 (80x86, 68000, 65816, ARM, Z80, 6502 or C/C++) 
— > О ө e 
чо еҷ = [Graphic Artists to £24K 
а = Cx E (3D work, animation or sprite based work) 
0 
ос C £ Producers to £34K 
^ S e (High Profile companies) 
so Ф: 
E (9 а ра = For more details, contact us in complete confidence 
elo £E 2 on (0924) 254467 
© = © 2: or send your CV to: 
U emm, - Marie Harris, Zodiac Pursuit, 16 Colleen Road, Durkar, 
Wakefield, West Yorkshire WF4 3PX 


GAMES PROGRAMMERS 
ANIMATORS 
GRAPHIC ARTISTS 
55 HIGHLY COMPETITIVE 


1, 


(RELOCATION PACKAGE AVAILABLE) 


We are representing an internationally respected market 
leader engaged in the development and distribution of computer 
entertainment software. The emphasis is very much on quality as is 
evidenced by a strong ongoing commitment to research and a 
constant stream of number one hits. 


Right now, we're helping to establish innovative development teams 
to work across a range of leading formats, encompassing "state 
of the art" development technology for next generation software 
(PSX, Saturn, 3DO etc). We are particularly interested in receiving 
applications from high calibre professionals with 
'C', ARM, Megadrive and RISC skills. Graphic artists require 2D and 3D 
experience (eg; D'Paint, 3DS and any Silicon Graphics). 
Make no mistake, these new positions represent quite outstanding opportunities. As 
we are presently seeking the best in the industry, salaries will not present a problem 


for the right individuals. 
NB. APPLICATIONS ARE ALSO WELCOME FROM NEWLY QUALIFIED GRADUATES! 


Please send your CV to Stephen Lloyd Davies at: 
AARDVARK SWIFT GAMES, 
CE 


75-77 STATION STREET, SWINTON, 
SOUTH YORKSHIRE S64 8PZ 
TEL: (0709) 571441 FAX (0709) 586527 


Criterion 


Career Opportunities 


3D Programmer 
c£22k + profits 
North 


Graphic Artist 
c£20k + profits 
North 


3D Programmer 
£20k, £25k, £30k 
London, Oxon 


барм Artists 
15 - £35k 
London 


Producer 
to £35k 
London 


Assistant Producer 
£13 - £20k 
London 


Please contact 
on 


or send your CV to 


Telephone 


Software, producers of 


eople 


C programming for Playstation 
development. 


Silicon Graphics experience 
preferred. 


Must have op game to 
i 


name. (Three different companies.) 


Softimage experience for 
Playstation development 


International games company 
seeks senior manager. 


Large, major publisher. 
New technology 


Justin Hill in complete confidence. 
071-636 6944 


GamesPeople Recruitment 
36 Langham Street 
LONDON WIN 5RH 


071-636 6944 


Render Ware: 


- the interactive 3D API for Windows - is expanding 
We have vacancies for top-notch, experienced people to fill vacancies in the following categories: 


Programmers 

| For DOS, Windows, Macintosh. If 
you have in-depth knowledge of one 
| or more of these platforms, coupled 

| with excellent C skills and an 

| innovative approach to problem 

| solving, we'd like to hear from yov. 


3D Graphic Artists 


artists, with a special flair for 3D 
modelling and animation. You'll be 
involved in designing for real-time 
animation, so a creative approach to 
S richness will definitely be a bonus. 
We expect the best - and in return can offer 
competitive salaries, an excellent environment 


We're looking for experienced graphic 


balancing structural simplicity with visual 


3D Specialists 

We have opportunities for ! 
professional software engineers who 
have excellent design and : 
implementation skills and who | 
specialise in building 3D systems and 
3D tools, as well as using them. D 


Please send a detailed CV to: 


Lisa Garvey, 
Personnel, . 
Criterion Software Ltd. 
20 Alan Turing Road 
Guildford, Surrey 

GU2 5YF 


Tel: 0483-448800 
Fax: 0483-448811 


"m 


criterion | 


Or by e-mail їо lisa@ criterion.canon.co.uk 


Sales executive 'ERTAINMENT 


; uture Computing, the publisher of Our client base. ranges from small sofware development teams to 
dge magazine, has an exciting world leading leisure software publishers, 


areer opportunity within the based throughout the UK. 
advertisement sales department. 


The following is indicative of current vacancies: 


If you... DESIGNERS £14K - £25K+ 
PROGRAMMERS £12K - £35K+ 
ANIMATORS/GRAPHIC ARTISTS £10K - £30K+ 
PRODUCERS £17K - £40K+ 
.. and have the desire to make a career in STOP PRESS! - URGENTLY WANTED 


Britain’s fastest growing publishing 


company, you could be the person we're SILICON GRAPHICS SKILLS! 
looking for. NEWLY QUALIFIED GRADUATES! 


3D PROGRAMMERS! 
On offer is an attractive salary, open ended C PROGRAMMERS! 
commission, excellent training, profit share 

and career progression. CD EXPERIENCE! 


* are a videogames fanatic 
* have some sales experience 


Please forward your CV to: 
SWIFT LTD. (Games Division), 

75-77 STATION a SWINTON, 

Future Publishing, ОСТІ KSHIRE S64 8Р2 

30 Monmouth Street, For an update on the very latest ол ане, telephone Stephen 
Bath BA1 2BW Lloyd Davies on 

(0709) 571441 Fax (0709) 586527 


Absolute Discretion Assured. Unlike some 


If you fit the bill, write to Dominic Beaven 
at the address below. 


* Edge • GamesMaster • Super Play • сит, 


* Sega Power * Total! • Mega • 2 : ; А 
other companies - our service to applicants is free of charge. 


THE VR USER SHOW 
VIRTUAL REALITY IN 
ENTERTAINMENT 


We are a fast growing games studio working for top 
publishers. We develop cutting edge CD-ROM 
simulations, role playing and adventure games. Due to 
continued expansion and new product signings we need: 15th September 1994 London Novotel 


PC PROGRAMMERS 


GRAPHIC ARTISTS 


Programmers must be fluent in C and/or C++. 80x86 AN EXCLUSIVE OPPORTUNITY TO ATTEND VR 
assemblers, graphics or games programming experience WORKSHOPS DESIGNED FOR THE COMPUTER 
helpful. Relevant degree or equivalent experience GAMES DEVELOPER AT EUROPE’S LEADING 
(minimum three years) also required. VR CONFERENCE AND EXHIBITION 


DEVELOPERS' WORKSHOPS 


Artists should be computer literate and able to show 
experience of any of the following: video post-production, 
illustration, 3D CAD (on Silicon Graphics, Mac or PC), ASSESS THE FUTURE OF VR GAMES AND 


computer paint packages (e.g Photoshop or DPaint). EXPERIENCES 
All applicants should be creative, enthusiastic team STUDY A VARIETY OF SOFTWARE 
players. We offer competitive salary, benefits and DEVELOPMENT ENVIRONMENTS 


bonuses. Send C.V. to 
GET HANDS-ON EXPERIENCE OF VR SYSTEMS 


MORVEN SLOAN ATTEND EUROPE’S LARGEST VR EXHIBITION 
Intelligent Games 


> Munro Terrace Price: £50 per workshop 
112 Cheyne Walk Further information call: The VR Centre on 081 995 3632 
LONDON SW10 ODL 


ame бе ее) ОП us. №2005 Ultra 64 (Project 
Ф" Zel manb, 
Rare Іа з world class silicon Graphics: Зб ее Situate с ШШ усго5 іп rural 
Warwickshire: | ' m 


We аге one ofthe select fe 1 p! in С.Ш ЕГ [ӨЕНДӘ ГӨ) Alias and Silicon 
Graphics to. predueEe the most aavancearviaeo Games ever seem, 


Rare is looking for the following) people: | | * 9 d 


SOFTWARE ENGINEERS - Required to code advanced D USIN c Siligo Graphics 
Indy workstations. Applicants must pe fluent in Ог Assenabler. 


COMPUTER ARTISTS, ANIMATORS, MODELLERS - Applicants will изза е latest Alias 
2D and 3D software on high end Silicon Graphics hardware. Experienda with 8D 
packages useful but not essential. 


GAME DESIGNERS - Enthusiastic games players with a view tå shag пе яе future of 
game design. 


AP 


забе submit C.V.s and 
‚ examples to: 


ЕВ Боппе! Dept. 
F Rare Limited 
Church Street, Twycross 
Warks. ONS ЗР.) 


An audience with... 
Dv 


With games like Crash 'n Burn, Total Eclipse 
and The Horde, Crystal Dynamics have 
almost single-handedly ensured the 3DO's 
survival. Rob Dyer, the company's VP of 
international operations, talks to Edge about 
the 3DO past and the multiformat future 


efore he joined Crystal 
Dynamics, Rob Dyer used 
to work for Disney, 
where he helped to set 
up subsidiaries in Asia, 
Europe and the Middle 
East for the company's International Home 
Video group. He was there three and a half 
years, until he got a call from one Strauss 
Zelnick, former CEO of 20th Century Fox, 
who asked him if he'd like a job in a new 
company he was involved in setting up. 
That company was Crystal Dynamics, and 
Rob accepted the offer. His decision to 
leave a high-powered position with an 
entertainment giant like Disney to join a 
fledgling videogames company (albeit one 
headed by someone with Zelnick's 
considerable stature) raised eyebrows, but 
Rob knew it was the right move: 'It was the 
opportunity to be in charge of the whole 
international operation. Plus, Strauss is a 
visionary, and the opportunity to work for 
Strauss was very appealing.’ 
Although he was born in the Midwest, 


Rob now lives and works in Palo Alto, 
Crystal Dynamics' Silicon Valley base. His 
sales background means he has little to do 


Photographs: Jude Edgington 
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‘The reason FMV has not been important is that you haven't 
been able to make it part of the gameplay. I think you're going 
to see a lot more FMV, used better, and rather than just being 

“eye candy", it will be integral to the game’ 


with the games development side of the 
business, and he has never been a 
gamesplayer — in fact, his great love is sport 
(he narrowly missed becoming a 
professional sportsman) and he is more 
likely to be found playing basketball than 
indulging in late-night hacking sessions. 
However, he's beginning to appreciate that 
there's more to playing games than just 
sitting goggle eyed in front of the TV. 

Edge spoke to Rob in the palatial 
surroundings of London's Regent Hotel, 
where the palmy atmosphere of the hotel 
atrium conjured up images of Rob's 
California home. (Edge would like to thank 
the staff of the Regent Hotel — particularly 
PR manager Charlotte Lawson — for their 
hospitality and good humour.) 


Edge There seem to be a lot of 
Hollywood people involved in the games 
business in the US. Is there a deliberate 
move to bring those two fields together? 
Rob Dyer On the technical side the 
company is very games oriented. Most of 
the people are games people, from EA and 
Sega, and Accolade and Virgin and you 
name it. Our focus is on program 
development (PD) — there are 90 people in 


the building, and 70 of them are PD. | think 
it's because of Strauss and me, and the 
Hollywood connections we have, that 
we're so closely associated with 
Hollywood. If we can bring in some of the 
good aspects of Hollywood... You're 
seeing the cost of spec development 
escalating, just like a movie, you're seeing 
production values for video and sound 
reaching Hollywood proportions — all that 
kind of stuff is starting to come into the 
industry. l'm sure you're going to start 
seeing a funnel of people from LA up into 
Silicon Valley. It's already happening. 

Edge What do you think of the state of 
game design at the moment? 

Rob | think there are some really 
innovative games coming out. What people 
are trying to do now is involve all your 
senses, to make games appealing to the 
eyes and the ears. l've seen some great 
games which are coming out, but this 
always happens at the beginning of a 
platform; as the platform matures, the 
games start to lack that intensity. Towards 
the end of the platform, licences become 
the norm. We try to stay away from 
licences — that's not what we want. A game 
has to have a compelling story, just like a 


*| think there are some really innovative games coming out. What people are trying to do 
now is involve all your senses, to make games appealing to the eyes and the ears’ 


movie does — you have to have something 
that's going to make the player play 
through it. Too many times people rely on 
the character to draw you into the game. 
Edge As a former Disney man, can you see 
more scope for animators producing drawn 
animation for games, rather than 3D 
rendering and FMV? 

Rob We have animators from Disney 
working for us. The reason animators have 
been so effective is because you can draw 
backgrounds and characters that become 
part of the game. | think that's what's 
important. The reason FMV has not been 
important is that you haven't been able to 
make it part of the game. | think you're 
going to see a lot more FMV, used better, 
and rather than just being ‘eye candy’, it 
will be integral to the game. We're trying 
to do that more, and make the video affect 
the gameplay. That's the magic that 
Hollywood can bring to videogames — if 
they can get the FMV involved in the 
gameplay. We tried to do it in The Horde, 
where it worked relatively well, and we're 
trying to do it in our upcoming games too. 
Edge How did Crystal Dynamics lure 
someone as influential as Strauss Zelnick 
away from Hollywood? 

Rob Strauss was looking for what the next 
great industry was going to be. The movie 
business is an 80-year-old industry; it's 
mature. So you're not going see any huge 
growth. And Strauss was shaving one 
morning and he said to his wife, 'It's going 
to be videogames.' And it just happened 
that the same night he was going to the 
Academy Awards and he received a call 
from someone who said, "We're looking 
for a CEO for a company that does 
videogames. Do you know anybody?’ 
Edge And he said, 'You're talking to him’? 
Rob That's exactly right. He went and met 
Judy Lang and Madeline Canepa, who were 
the founders of the company, from Sega, 
and Strauss really liked what he saw. | think 
what really turned him on was that he saw 
a company that didn't want to go 
backwards in technology, was very cutting 
edge and saw themselves being able to 
bring in Hollywood influences that would 
appeal to gamers and enhance gameplay. 
He saw how big it could get and what 
would happen if it was done properly. 


Ф 
00 
o 
a 
© 
x 
Ф 
с 
5 
Ф 
з 
£ 
= 
Е 
о 
о 


v66r Јәашә11ә5 euizegeu кс 


89 


EDGE magazine September 1994 


90 


interview 


‘Crash ’n Burn is a good game, but it’s nowhere near what it 
could have been. People look at it now and say, it's so 
primitive, but you've got to understand that we were working 
without an operating system. We were guessing’ 


Edge How did the company evolve from 
the New Technologies Group? 

Rob The New Technologies Group was 
Dave Morse, who was one of the original 
inventors of 3DO. When he was talking to 
the venture capitalists, they gave him the 
opportunity to set up one software 
company, because he understood that, 
sure, you can make the hardware, but 
where the real money's made is in 
software. And so they went out and got 
Judy and Madeline and started up Crystal 
Dynamics. That was going to be the 
software company that would help to 
support the new technology. 

Edge The relationships surrounding the 
3DO seem to be very complex... 

Rob It’s very incestuous. There's a lot of 
tie-over, between EA, 3DO, etc. 

Edge Why are all these visionary people 
clustering around 3DO? 

Rob | think because it was new and offered 
an alternative to the Big Two, Sega and 
Nintendo. When something new comes 
out, there's a chance for a lot of risk and a 
lot of reward. | think one of the things 
Crystal Dynamics has to beat is that stigma 
that's always been attached to us that 
we're a strictly 3DO company. The initial 
software has been 3DO, because we saw a 
chance to make a name by supporting a 
new platform. However, we will support 
Sony, and of course Sega, and we will 
support Nintendo. But it will always be at 
the 32bit level. Everything was 3DO in the 
beginning because that was the only 32bit 
technology around at the time. We have to 
have PC CD as well, but that's not our 
strength. It's too hard to throw all your 
eggs in one basket right now. Sure, it's one 
thing to take risks, but it's another thing to 
be suicidal. | saw Sega yesterday and we're 
going to support 32X and Saturn. 

Edge Have you met with any resistance 
from hardware manufacturers after having 
been so closely associated with 3DO? 
Rob No, | think they've been impressed 
with the quality of the games, and | think 
they understand that our goal is to support 
them and produce good software. | think 
the hardware manufacturers are smart 
enough to know that nobody can just pick 
one system and go with it. Nintendo used 
to put a gun to your head and say, 'You will 
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be ours or nobody's.' It doesn't work that 
way any more, especially with CD. The 
entry cost is much lower now. It makes life 
much simpler. 

Edge How much back scratching was 
involved with the launch of The 3DO 
Company? 

Rob Our first title, Crash ’n Burn, was 
bundled with the machine. Panasonic said 
that without Crystal Dynamics, 3DO 
probably wouldn't have come out, because 
there was no other software to support it. 
Crash ’n Burn is a good game, but it's 
nowhere near what it could have been. We 
had it developed before the operating 
system was completed. The guys who 
worked on it did it in eight months to get it 


‘Nintendo used to put a gun to your head 
and say, “You will be ours or nobody’s.” It 
doesn’t work that way any more’ 


out. People look at it now and say it’s so 
primitive; sure, it was. But you’ve got to 
understand that we were working without 
an operating system to do it on. We were 
guessing. So, back scratching? Oh, yeah. 
Since then, we have maintained a good 
relationship with 3DO. The success in 
Japan has done wonders for us. It’s been 
very frustrating in the United States, 
though. | think if it can launch and do as 
well as in the UK as it has in Japan, then 
we'll have a successful platform. 

Edge How disappointed are you with 
3DO, commercially and technically? 

Rob Of course we're disappointed with 
what's happened in the US, I'd be lying to 
say otherwise. You're looking at, what? 
30,000 machines? In the US market? 

Edge That wouldn't be too bad a figure in 
the UK... 

Rob Hey, if that was the UK Га give it a 
standing ovation! Japan has been heartening 
— what is it, 150,000 units? The projection 
is half a million units. | think that's realistic. 
In the UK? The way things look now, it's 
going to be a good launch. Are we 
frustrated it's not going Europe-wide? 
Absolutely. | think that's a loss because you 
give the other platforms an opportunity to 
get into a market that you're not in. If | 
were 3DO Га say, ‘that’s a loss!’ Germany 
and France are big gaming markets. CD-i is 
selling there. 

Edge With people being so spec hungry, 
do you think that 3DO has come too late? 
Rob In this part of the world, yes. And 
Nintendo keep saying they've got 
something coming out, and Nintendo are 
king in the US, so people are kinda waiting 
to see what's going to happen. The same 
thing is happening with Sega. Sega and 
Nintendo are known quantities. Things 
went wrong at the launch, and Trip 
Hawkins as much as said so in Edge [issue 
10]. We had a price that was a problem, 
we had distribution that was a problem, we 
had a marketing problem. Had we been 
able to have the price right and distribution 
right, the conversation would have been a 
lot different. It's easy to say in June that 
they made mistakes back in September. | 
think what they're trying to do, as they did 


in Japan, is try and correct those ЕР 
mistakes and move forward. 
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| AMIGA GAMES- PLEASE NOTE | 


5) SPEE BALL 


PINKIE (1 MEG) * 


PREMIER, 


PREMIER MANAGER 2 


16.99 
ule 


ARCADE POOL SPACE LEGENDS SPEEDBALL 2 SPORTS MASTERS CANNON FODDER 
AMIGA 6.99 AMIGA 9.99 AMIGA 6.99 AMIGA 7.99 AMIGA13.99 AMIGA 20.49 
CD32/CDROM 9.99 PC 9.99 PC 8.99 PC 7.99 PC 9.99 PC 23.49 


THE HORDE V/386 * 


JOIN now from just £4.00 


The Discount Clik 


READ Special Reserve Magazine 


48 Page colour club magazine sent bi-monthly g members 


| POLICE QUEST 3 (i MEG) 1299 RYDER SUP ЫЛ Ыш. 49 
| i THEME PARK V/386/4MB. ..28.49 
(NOP = will not work on A500 Plus, | PREMIER MANAGER 2 (1 MEG) 7.99 SABRE TEAM .... 19.09 -THEME PARICY ROSAND E. 6.49 CHOOSE from our Huge Selection 
| А600 ог А1200 REACH FOR THE SKIES “11199 SENSIBLE SOCCER . 16.90. SOR M оо 
!NOI2 = will not work on A1200 SENSIBLE SOCCER (92/93 SEASON) ..1299 SENSIBLE SOCCER - INT'L EDITION *...17.99 UFO” ENEMY UNKNOWN V/386/41 From leads to PC’s and thousands of games for all formats 


SENSIBLE SOCCER - INTERNATIONAL SIMON THE SORCERER • : : а 
| ПАШ» requires 1 MB of RAM EDITION (1 MEG) .. 3 SOCCER КО»... 18.99 WINGS OF GLORY V/486/4MB « . ..30.99 BUY at Best Possible Prices 
= NEW Item E SETTLERS кысан о ITO сс. 2799 WORLD CUP USA 94 V/986 » . "21.99 dem 
TRIVIAL PURSUIT ...... 19.99 X-WING H/D V/256C/386 ..................... 19.99 Just one purchase will normally save you the cost of joining. 


"AMIGA A1200 VERSION DISKS 


" SIM CITY DELUXE 
(SIM CITY, FUTURE CITIES & 


UFO - ENEMY UNKNOWN * 
ULTIMATE BODY BLOWS 


PC CD ROM CD's 


SAVE with our Special Deals 


AMEN ERE ON ERIS EAU UIN TS IERBAINEDITOH) е mu EM od aii UM 
BODY BLOWS .................. 99 SIMON THE SORCERER ( 1 MEG) .......... 21.49 WEMBLEY INTERNATIONAL SOCCER. "18: 99 11TH HOUR (SEQUEL TO 7TH GUEST) Always hundreds of Special Reserve Offers onTop products 
CAPTIVE 2 - LIBERATION SKID MARKS (1 MEG) ..............››....у@ 1749 WILD CUP SOCCER • 118.99 DATED EMEN 39.99 h X 
00 SPACE LEGENDS i Ê E TONS 1899 BENEATIA STEEL SKY WAE SAVE MORE with our XS Coupons 
ENTRAL INTELLIGENCE V/256C/386/2M ff 
ЕСТЕМЕС аа АО EEE P GAM 5 ISKS CIVILISATION & RAILROAD Мр ile ala I Bo tel ag a uel urbe. 
JURASSIC PARK C = CGA, E = EGA, У = VGA, SV = SVGA CIVILISATION & ВА FREE 
KICK OFF 3 * . SPACE QUEST 3 (1 MEG) *.................. 1299 • = NEWITEM, MB = MIN RAM NEEDED COON E/Vi286 » . our competitions 
KID VICIOUS « SPEEDBALL А О REE dnos DRM ERE 
ORIN SPORTS MASTERS ACROSS THE RHINE V/386 28.99 F1(DOMARK) У/386• ... Six reasons why over 200,000 people 
(PGA GOLF. INDY 500, ADVANTAGE AL-QADIM: GENIE'S CURSE V/2 23.99 FALCON GOLD V/386/4MB have join d Special Reser 
TENNIS. EUROPEAN Н ed 13.99 ALONE М THE DARK 2 V/386/2MB ....2549 FIFA INTERNATIONAL SOCCE ed special Reserve, 
LD CUP EDITION * 20.49 CHAMPIONSHIP’S 1992) (1 MEG) ......... .99 BATTLE 6... 25. 
PLANET FOOTBALL ) (1 MEG) BATTLE [TE A LO 25.99 FORMULA 1 GRAND PRIX & DAVID The biggest games club in the World! 
RYDER СЫР... STARLORD (1 MEQ) e sse 2299 CANNON FODDER OE: LEADBETTERS GOLF V/286/1MB* ......19.99 [оозе сес EOC LOLLO 
SIMON THE AO SYN EE 22.49 (93/94 + UPDATE DISK) V/386 GOLDEN 7 We only supply members but you can order as 
gu us THE GREATEST CIVILISATION E/V/286. ...... (LEISURE SUIT LARRY 5, HEART OF you join. Just send in the form below or phone. 
(HARD DRIVE ONLY). (JIMMY WHITES, LURE OF THE DOOM (GAME OF THE YEAR 24.99 CHINA, RED BARON, KINGS QUEST 5, There's no obligation to buy 
THEME PARK TEMPTRESS, DUNE) (1 МЕб)............... 16.99 DOOM DATA DISK VOL 1 V/386/4MB > ...9.99 GREAT COURTS 2, SHANGHAI 2 к 
UFO - ENEMY UNKNO TRAPS 'N' TREASURES (1 MEG) »......... 16.99 DOOM DATA DISK VOL 2 V/386/4MB • .. SARGON 5) V/386 
VALHALLA (1 MEG) • ............-- 18.99 (ORIGINAL DOOM REQUIRED FOR DATA 088) GREMLIN COMPILATION VOL 1 
AMIGA GAMES DISKS VITAL LIGHT (1 MEG) * ‘16.99 DUNGEON MASTER 2 V/3BG/2MB ° ...... 8.99 (ZOOL, LOTUS 3, NIGEL MANSELL'S) V/386 «16.99 
FOR OUR FULL SELECTION OF AMIGA УҮА!КЕН..................... oe E MEER ONTEN UD EA Ue. dm SE Sah) SILANE S IGE 
GAMES PLEASE ASK FOR A FREE WILD CUP SOCCER (i MEG) « 12:99: r EET De PEND ES yeaa aM T ii т 
IFA INTERNATIONAL SOCCER V/386 * 25.99 DATA О15К\/286°.............................. 1999 ОРЕМ to 8pm DAILY or Fax 0279 726842 
16-PAGE COLOUR CATALOGUE WORLD CUP USA 94 (1 МЕС) • ............ 19.49 FLIGHT SIM TOOL KIT DATA DISK p 


А. “TRAIN GiMEG) crate RS 9.99 
APOCALYPSE (1 MEG) . 
ARCADE POOL (1 MEG 
BENEATH A STEEL SKY (1 MEG) . 
BODY BLOWS (1 MEG) 
BREACH 2 * 

CANNON FODDER (1 MEG)... 
CHAMPIONSHIP MANAGER 93/94 ( ND. 
OF SEASON DATA DISK) (1 MEG) 
CHAMPIONSHIP MANAGER R COLLECTION. 


WORDWORTH DEALS 
WORDWORTH V.2 WORD PROCESSOR 
(REQUIRES 1 MB RAM, AGA COMPATIBLE, 
2 DISK DRIVES RECOMMENDED) 

NEW LOWER PRICE 


WORDWORTH V.3 WORD PROCESSOR 
(REQUIRES 2 MB RAM, AGA COMPATIBLE, 
2 DISK DRIVES OR HARD DRIVE REQUIRED. 
THE LATEST AND BEST VERSION OF TOP 
QUALITY WORD PROCESSOR/PUBLISHER 
SYSTEM. RRP 149.99. LAUNCH OFFER 


WORLD WAR 2 (WINDOWS V3) V/386 * 14.99 
FORMULA 1 GRAND PRIX V/286/1MB ...27.99 
HEXX V/386 * 17.99 
INDY CAR RACING H/D V/386/2MB 19.99 
INDY CAR RACING TRACK 

DATA DISK H/D V/386/2MB • 
INFERNO V/486/4MB * 


KINGPIN V/386 * 
LORDS OF THE RE 


INDY 500 & WING COMMANDER V/256C/386 «14.99 
INFERNO V/486/AMB © ........................ 33.99 


INTERPLAY TENTH ANNIVERSARY ANTHOLOGY 
(OUT OF THIS WORLD, STAR TREK - 25TH 
ANNIVERSARY, CASTLES, LORD OF THE 
RINGS, BATTLECHESS, DRAGON WARS, 
WASTELAND, BARD'S TALE, 

TASS TIMES, MINDSHADOW) V/286 .. 


JUNGLE STRIKE V/386 * . 
KINGPIN V/386 * 


LEISURE SUIT LARRY COLLECTION 


..34.99 


FREE 16-PAGE COLOUR CATALOGUE - JUST ASK 


CLUB SHOPS 


OPEN 10amTIL 8pm 7 DAYS A WEEK 


CHELMSFORD 
43 Broomfield Rd 


SAWBRIDGEWORTH 
Riverside Way, The Maltings 


dco MR Loi (WEG) 17. tos WCE STOGKS:LAST е... 59.99 ON THE BALL - WORLD CUP (VERSIONS 1 TO 5) *.. 6 MONTHS ONE YEAR 
' EDITION V/386 *... MEMBERSHIP MEMBERSHIP 
CIVILISATION (1 MEG) ........................ 99 AMIGA CD32 CD's LHX ATTACK CHOPPER & 


CLUB FOOTBALL -THE MANAGER (1 MEG) 
CURSE OF ENCHANTIA (1 MEG) 
DOGFIGHT (1 MEG) 


FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 


94 
PINBALL DREAMS 2 V/386 * 
PINBALL FANTASIES H/D V/38 


BIRDS OF PREY V/386 * 
MAN UTD PREMIER LEAGUE 
CHAMPIONS V/386 * 


UK MEMBERS 
OVERSEAS EC MEMBERS 


4.00 


6.00 


7.00 


9.00 


dene Edo t A СИЕ 99 
PLANET FOOTBALL V/386 * ‘og 
ООД ИТШ ӨӨ 1e auem uuo oe Б ШЫ ү; кк ud. cae Шол 100. Ro. 
ELFMANIA (1 MEG) *................ BRUTAL FOOTBALL ..... 19.49 ME Fi EU pn 2 V/38 OUT POST V/256C/486 | WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
ELITE 2 (FRONTIER) (1 MEG) . BUBBA ‘N’ STIX ..... 12:997 EENE A COOLS е All prices include VAT and carriage to UK mainland. See base of order 


F1 (DOMARK) (1 MEG) ........................ 
F117A STEALTH FIGHTER 2.0 (1 MEG) 

FIELDS OF GLORY (1 MEG) * 
FIFA INTERNATIONAL SOCCER (1 MEG) *20. 99 
FORMULA 1 GRAND PRIX 15.99 


SIM CITY 2000 SCENARIOS 
SV/386/4MB • ... 


QUEST & FUN 
(RED BARON, LEISURE SUIT LARRY 5. 
KINGS QUEST 5) V/386 ° .. 


REBEL ASSAULT V/256C/386/4MB 
ROBOCOP 3 & DUNE E/V/286 * 


HIRED GUNS (1 MEG) ......... BEE DIR UU E so Pid 18.99 
IMPOSSIBLE MISSION (1 MEG) EXTRACTORS-THE HANGING SIM CITY DELUXE SAGA OF ACES (RED BARON + D/D, ACES 
INDIANA JONES FATE OF ATLANTIS GARDENS OF ZARG * (SIM CITY, FUTURE CITIES & EE RUE e ACES OVER eem 
ISHAR 3 UM a MEO) setae ane eee pura метте NES TERRAIN EDITOR) E/V/286 ... ) s% A 
аруз j E ih SAM & MAX HIT THE ROAD V/256C/386/4MB 29.99 
K240 (UTOPIA 2) (1 MEG). 18.49 IMPOSSIBLE MISSIO SPACE FEDERATION V/386 SIM CITY ENHANCED V/256C/386.......... 34.99 


WICK OPE Steir о 


19.99 
JAMES POND 3 - OPERATION STARFISH ar 99 


SPACE LEGENDS 


SIMON THE SORCERER H/D oo 25.99 


form for overseas surcharges. Hardware orders to UK mainland only. 
(PLEASE PRINT IN BLOCK CAPITALS) 


Postcode 


LORDS OF THE REALM (1 MEG) * ......... 2149 KICK ORE ا‎ E OE 1.99 (WING COMMANDER, MEGATRAVELLER, STAR TREK - 25TH ANNIVERSAR 
MAN UTD PREMIER LEAGUE KINGPIN * ........... 12:49 ELITE PLUS) H/D E/V/286 :9.99 ЕЛ/256С/386/2МВ .............................. 2.99 : 
CHAMPIONS (1 MEG) ........................ 18.99 LABYRINTH OF TIME.............. SPACE QUEST 3 E/V/386 • ... STAR TREK 2 - JUDGEMENT RITES Phone Machine 


MICRO MACHINES .... 
MONOPOLY 
MORTAL KOMBAT (1 MEG) 
ON THE BALL - WORLD CUP 
EDITION (1 MEG) • 
PINBALL DOUBLE PACK (1 MEG) 

(PINBALL DREAMS & FANTASIES) 


SAMPRAS TENNIS. ROAD RASH 2 
34.99 1 


MONACO GP PGA TOUR GOLF 


5.99 13.99 


MEGADRIVE GAMES 


ALIEN 3 ... 
BUBBA 'N' STIX * 


EA SPORTS SOCCER (4 PLAYER) 
FORMULA ONE RACING 

GODS ...... 

HARDBALL ‘94 • 

INCREDIBLE HULK • 
INTERNATIONAL RUGBY (RUGBY 2) 


34 
LETHAL ENFORCERS (WITH LIGHT GUN) 
MORTAL KOMBAT 

MORTAL KOMBAT 2° 


PIRATES OF DARK WATER * 
R.B.I. BASEBALL '94 • 


SENNA SUPER MONACO 

SENSIBLE SOCCER ... 3 

oe СЕП INT’L EDITION * 
Sul 


IC3.. 
SONIC SPINBALL 
SPEED RACER • ... 
STREETFIGHTER 2 - CHAMP EDITION 
STREETS OF RAGE 3* 
SUBTERANNIA... 
URBAN STRIKE • 
VIRTUA RACING * 
ZOOL 


LOTUS TRILOGY (LOTUS 1, 2, 3) 
MAN UTD PREMIER LEAGUE CHAMPS * 18 99 
MICROCOSM 2.99 
NICK FALDO'S GOLF.. 

PINBALL FANTASIES.. 
PIRATES GOLD 
PLANET FOOTBALL * 


; STARWING : 
SIM CITY WORLD BSKTBALL 


SUPER NES GAMES 


ALIEN VS PREDATOR * 

AMERICAN TAIL* ... 

BARKLEY SHUT UP AND JAM! « 
BATMAN RETURNS .. 

CHAOS ENGINE* . 

CLAYFIGHTERS .... 

CYBERNATOR.. 

DRACULA ... 

DRAGON • ... 

FIFA SOCCER.. 

FLINTSTONES * ... . 

INCREDIBLE HULK * ,... 

JUNGLE BOOK » ... ...... .. 

KRUSTY'S FUN HOUS 1 
LETHAL ENFORCERS miU LIGHT абм 
MEGA MAN X • . 3, 
MORTAL KOMBAT |.. 

MORTAL KOMBAT 2* 

NBA JAM .... 

PAC ATTACK °.. 

PGA TOUR GOLF .... 

PIRATES OF саг WATER • 

РОР ‘N’ TWINBE| 

PRINCE OF PERSIA. 

ROCK AND ROLL RACING „3 
E ene INTL - EDITION + . 


EC 
SPEED RACER * 
STARWING .. 
STREETFIGHTER TÜRBO 
SUNSET RIDERS.. 
SUPER BOMBERMAN (4 PLAYER ) 
SUPER EMPIRE ТАЕ? БАСК 
SUPER ICE HOCKEY •... ... ... 
SUPER MARIO KART ... 
SUPER METROID * ... . 
SUPER NBA BASKETBALL . 
SUPER SMASH TV 
SUPER WWF WRESTLEMANIA 
TINY TOON ADVENTURES - 
BUSTER BUSTS LOOSE ............... 


SPORTS MASTERS 
(PGA GOLF, INDY 500, ADVANTAGE 
TENNIS, EUROPEAN 

CHAMPIONSHIP'S 1992) E/V/386 .. 


SSN SEAWOLF V/386/4MB . 
TFX V/386/2MB 


r 
NEW LOWER pRICES 
THESE MULTISESSION CD ROM DRIVES ARE COMPATIBLE WITH 


V/256C/386 * 
SYNDICATE V/256C/386/4MB .. 
ТЕХ V/256C/386/4MB .. 
THE HORDE V/386 * .. 
THEME PARK V/386/4MB * 
UFO - ENEMY UNKNOWN V/386/4MB 
WORLD CUP USA 94 V/386 * 


CD ROM DRIVES FOR PC 


KODAK PHOTO CD'S, CD ROM GAMES AND WILL ALSO PLAY NORMAL AUDIO 


CD'S. THEY ARE TO MPCSTANDARDS WHICH MEAN THEY ARE COMPATIBLE 
WITH ALL PC SOUNDCARDS. CD ROM GAMES CAN OFFER FABULOUS 
GRAPHICS, SOUND AND VAST GAMEPLAY 


HIGH SPEED 320MSEC ACCESS, 300KB/SEC DOUBLE SPEED DATA TRANSFER, 
INTERFACE INCLUDED, CD ROM XA AND MULTISESSION COMPATIBLE, 
5.25" HALF HEIGHT DESIGN. KIT COMPLETE 


PANASONIC CR562B INTERNAL CD ROM DRIVE FOR PC 
SONY CDU33A033 INTERNAL CD ROM DRIVE FOR PC ........................ 


...139.99 
129.99 


ATARI JAGUAR 64 ВІТ CONSOLE 
STATE OF THE ART CONSOLE WITH 16.7 MILLION 
COLOUR CAPABILITY AND PROCESSOR CLAIMED TO BE 
55 TIMES FASTER THAN THE MEGADRIVE OR SNES. 


ATARI JAGUAR WITH JOYPAD AND 
CYBERMORPH. GENUINE UK VERSION 


ATARI JAGUAR GAMES 


ALIEN VS PREDATOR * : 
BRUTAL SPORTS FOOTBALL * 

CLUB DRIVE ... GEO EC 
CRESCENT GALAXY — 

(TREVOR MCFUR) 


EVOLUTION DINO HES 2: 
KASUMI NINJA * DIO 
RAIDEN  ... 

REDLINE RAGING * . 

STAR RAIDERS 2000 * 

TEMPEST 2000 .... vi _ 
WOLFENSTEINISD е о a a 


AMIGA CD32 


CD BASED CONSOLE WITH A1200 32-BIT POWER, 262,000 
COLOURS FROM A PALLETTE OF 16.7 MILLION, 2MB RAM, 
FAST 14 Mhz 68020 PROCESSOR. PLAYS AUDIO CD's VIA ON 
SCREEN DISPLAY AND DIGITAL VIDEO CD's WITH OPTIONAL 
FULL MOTION VIDEO ADAPTOR 


PLUS TWO PACK WITH ELITE 2 AND TRIVIAL PURSUIT CD's 

AVAILABLE ONLY WHEN YOU PURCHASE A CD32 ; 
DYNAMICS CONTROL PAD FOR CD32 (SHOWN) 
COMMODORE CONTROL PAD FOR CD32 .... 


50 DYSAN DISKS 
WITH LABELS 


DOUBLE SIDED ; 
DOUBLE DENSITY (AMIGA) ... 19.99 
HIGH DENSITY ( PC ) 99 


MOUSE MAT WITH SPONGE BACKING  ... 
MOUSE HOUSE (TO STORE YOUR MOUSE) 


Ae 230.00 


... JUST ADD .:29.99 


..15.99 
...16.99 


EKLIPSE MOUSE FOR AMIGA OR ST 
290 DPI RESOLUTION, 2 BUTTON 
MICROSWITCHED (SHOWN) . ...9.99 


EKLIPSE MOUSE FOR PC 
290-2900 DPI VARIABLE, 3 BUTTON 
MICROSWITCHED ......... .99 


454.99 
4.49 


Enter membership number or 


MEMBERSHIP FEE (ANNUAL UK 7.00) 


PRICES INCLUDE UK POSTAGE & VAT £ 


Cheques payable to: 


SPECIAL RESERVE BERE 


Р.О. BOX 847, HARLOW, СМ21 9PH 


Overseas Orders Surcharge 
(EC or World) Softwareorders please add £2.00 per 
item. Non-software items please add 25%. 
Hardware items supplied to UK mainland only. 
| Overseas orders must be paid by credit card. 
Order/Confirmation/Recei| d sent for every order. 
е onl sup official UK products. Official suppliers of all leading brands. 
e sell games and peripherals all at amazing 
prices for «ур pel Mega CD, Master System, 
Game Gear, Super NES, Gameboy, NES, Lynx, 
Amiga, Atari ST, PC, CD ROM, CDi, CD32 & Apple Mac. 
Inevitably some games listed may not yet be available. 
Please phone sales on 0279 600204 to check availability before ordering. 
We reserve the right to change prices and offers without prior notification. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 7.7.94. E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. СМ21 9PG. 


T FREE FOR ALL } 


porbosy can enter. Anybody can WIN! 

WIN A PANASONIC 3DO z 
| Just answer the following questions < 
[Can a 3D0 play audio CD's? 
үт is your name? 


What is your tel no? 
| Then cut out this coupon and send it with or without an order to: 


SPECIAL RESERVE, 


<l 
wl 
al 


P.O. BOX 847, HARLOW, CM21 9PH 
Closing Date: October 1st 1994. First correct answer 
| selected at random will receive a state-of-the-art Panasonic 
ЗОО system plus software worth around £400. 
Competition winners available on request. 
L. пыш шан шшш ШШШ ШШШ ЫШ ПЫШ ПШ ПШ I 


AMIGA A600 1/0 WILD, WEIRD & WICKED PACK . 
AMIGA A1200 2/0 LEMMINGS PACK E 
AMIGA A1200 2/0 COMBAT INNOVATIONS PACK . 
* COMING SOON * 
PANASONIC 3DO RING FOR MORE DETAILS 


SEA 
270.00 
.. 810.00 


Р.О.А 


GAME GEAR WITH SONIC 1 + FOUR GAMES 
GAME GEAR WITH SONIC 2 + FOUR GAMES . 
MAINS ADAPTOR FOR GAME GEAR A 
GAMEBOY WITH BATTERIES .. m) 
GAMEBOY WITH TETRIS & SUPER MARIO LAND - 


MEGA CD 2 WITH SEVEN GAMES 


Cambridge 


PUMP UP YOUR GAMEPLAY WITH 


THE GAMES 
MACHINE 


11 Grand Arcade, 

Tally-Ho Corner, 

Finchley, London 
N12 oEH 


Tel: 081 343 9830 


We buy and sell new and 2nd 
hand games and machines. 
Part exchange also welcome. 


AVAILABLE NOW 


Atari Jaguar €f? 3DO 


uj" «E d 
li) inen) S 
[UO NEO-GEO Eno} 


LATEST IMPORTS- 2nd HAND CLASSICS 
BUY, SELL, OR EXCHANGE 
^» VIRTUALLY EVERYTHING REDUCED 
f OPEN LATE 7 DAYS A WEEK 
D| US RIGHT NOW, DAMMIT! 


28 (071 636 
2666 


TCR COMPUTER EXCHANGE 
|; RATHBONE PLACE 
{! LONDON WIP 1AD 


ameti dece 
[ШЕЕ 


Д. ATARI 
AGUA. 


Hear it ROAR at DANIEL 
OFFICIAL UK STOCKIST 


аЗ WM NN 
MAIL ORDER SPECIALIST 


DANIEL of WINDSOR 
120-125 PEASCOD STREET 


WINDSOR BERKSHIRE 


ссезз 


Fun House 
GAMES AND CONSOLES 
UK AND IMPORTS 


e Sega Megadrives e 
e Mega CD e 
e Super Nintendo e 
e Amiga CD 32 e 
e Neo Geo e 
e Panasonic 3DO e 
e Atari Jaguar e 


Tel: 0223 212192 
Mon-Fri 11am - 8pm 
Sat 10.30am - 6.00pm 
Unit 11 Laundry Lane, 

Cherry Hinton Road, 

Cambridge CB1 4DH 


Cornwall 


UK VERSION. 


WOLFENSTEIN 
NEO GEO CLEARANCE - ALL USED GAMES UNDER £50 
SENGOKU 2 (NEW) RRP £189.99 
NOW ONLY £99.99 


TEL: 0736 331131 
CONSOLE CONNECTIONS, UNIT 2, OLD 
BAKE HOUSE LANE, CHAPEL ST, 

PENZANCE, s 
kez] CORNWALL TR18 4АЕ [ 


> A MES 
ENTRES 


314 Northolt Rd 91 Headstone Gdns 
South Harrow North Harrow 
081 423 0933 081 427 7380 


MASSIVE SELECTION OF SECOND 
HAND GAMES AND CONSOLES 
FOR SEGA AND NINTENDO. 
LATEST RELEASES ALWAYS 
DISCOUNTED FOR SEGA 
NINTENDO PC CD ROM ATARI 
JAGUAR AND AMIGA. 


: 


[EJ EIEN TTI eel pel pel pepe [epee [ei] 


z hours 1 11am - 7.30pm 
/ Tu iur (9pm Fri) 


7 SNOWDON PARADE, VINTERS 
PARK, MAIDSTONE, KENT ME14 5NS 
TEL/FAX: 0622 766220 


MOBILE: 0850 - 013171 
(For mail order enquiries out of shop hours) 


VARCADIIN 


sim £ simply the best 
Er ay NEO GEO 
M/DRIVE SNES 
SUPERGUN 


2nd floor 88 Sandgate Ro 
Folkestone Kent CT20 2AA 


Art Of Fighting (Now), Super Sidekicks Il (Now) 
World Heroes 2 Jet (Now), Top Hunter (Now), 


Power Spikes ЇЇ (Aug), Zupapa (Aug), Reactor (Aug) 
NE o Pooh. ИЯ 
Qs We hove the lorgest octive Neo Geo customer bose in the UK. This has been built up 
through honesty ond integrity ond unbeatable pricing policy. We also have ће most 
comprehensive ronge of used cortidges, nin 


£449.99 


Dr Hauzer (Now), Wacky Races (Now), ronan (Now), 
Tetsyin (Now), vini Sida (lon. Now), "aem (Now), 


Megarace (Now), Microcosm (Now), 

FIFA Soccer (Sep), Road Rash (Now), 

Demo Man (Summer), Shock Wave (Now) 
In Stock Now 


WE BUY USED 3D0, NEO GEO AND SUPERGUN SOFTWARE 
TEL: O62 71544 
— 895068 


+ Many More PCBs 
Also Complete 
Arcade Machines 
from £150 


Tel: 0254 56029 


: 


A 


Got a SEGA, NINTENDO,ATARI 

JAGUAR, 3DO, AMIGA, AMIGA 

CD32, MAC, PC, CD ROM ora 
PHILIPS CDi? 

Good, because we sell software for 
them all, accessories too! 
Haven't got one? Well look no further! 
We also sell SEGA, NINTENDO, AMIGA, 
AMIGA CD32, ATARI, JAGUAR and 
PHILIPS CDi HARDWARE 
Give us a CALL if you would like one of 
our FREE PRICE LISTS! 

0532 383188 
No SAE required 
or WRITE to:- 
ADRENALIN SOFTWARE, PO BOX 21 
MORLEY LEEDS LS27 OXE 
stating which machine(s) you have. 

All games are new and reasonably priced. 
Cheques or Postal orders only. Please allow 7 
days clearance for cheques. All items sent by 
recorded delivery. Postage is £1۰50 per order 
for software and hardware is £7-50 per item. 
Mon-Fri 1pm till 8pm Sat 9am to 12 noon 
Answer phone all other times 


PO Music Ltd, 42a London Road, Liverpool, 
Merseyside L3 84H, UK 
Telephone: +44 (0)5/- 708-5090 
Facsimile: 44 (0)5-707- 2073 


with the best 
5 and sound effects 


For more details contact ү 
above number f or a cop 


Vit Order Supplies 
AZ QC Quality Counts 


| PLEASE RING FOR LATEST TITLES AND PRICES 
PHONE: (0384) 89 84 85 
(021) 558 6502 

10 AM TO 5 PM 


WEST MIDLANDS B66 3JJ 


M.D. CONSOLES. 


Specialist Retailers of Games 
Consoles, Accessories 
and 
Development Stations for 
Megadrive and Famicom 


Suppliers to Both Retail 
an 
Trade Outlets 


RING FOR CATALOGUE - 
— 0384 480047— 


Showroom now open at 
Suite 6c Mill Street, Brierley Hill, 
West Mids DY5 3AW | 
Sales & service 0384 480047 | 


Gaines 
342345] 386 


BUYING GAMES? 
WHERE ELSE 
BUT 


SOLID 
GOLD) 
GAMES 
CENTRE 


COMPUTER 
ENTERTAINMENT 


COMPUTER 
ENTERTAINMENT 
Hardware, Software & 
Accessories For 


300 € Amiga € CD32 € Gameboy Ф 
Gamegear ¢ IBM € Jaguar Ф 
Mac ¢ Nintendo € Sega 


Exchanges € Secondhand Sales 


CLUB MEMBERS SPECIALS 


38-40 Westport 
Dundee 
Tel 0382 26305 


Middlesex Middlesex 


TORE 
b. 
„Е BE IB IB | 
x AMIGA x 
ж SUPER NINTENDO x 
* GAMEBOY x 
x GAMEGEAR x 
x PC CD ROM x 
ж MEGADRIVE x CD32 x 
x ATARI JAGUAR x 3D0 х 


CARTRIDGE EXCHANGE 
AVAILABLE 
9 Wilton Parade, Feltham 
Middlesex TW13 4BU 
Tel/Fax: 081 893 2100 


TORE 
b] 
ж SUPER NINTENDO х 
ж GAMEBOY x 
ж GAMEGEAR x 
ж PC CD ROM x 
ж MEGADRIVE x CD32 ж 
ж ATARI JAGUAR x 3D0 x 
UK JAGUARS - £239.99 
INCLUDING DELIVERY 
CARTRIDGE EXCHANGE 
AVAILABLE 
9 Wilton Parade, Feltham 


Middlesex TW13 4BU 
Tel/Fax: 081 893 2100 


COMPUTER 
ENTERTAINMENT 
Hardware, Software & 
Accessories For 


300 € Amiga € CD32 € Gameboy € 
Gamegear Ф IBM € Jaguar Ф 
Mac € Nintendo ¢ Sega 


Exchanges € Secondhand Sales 


CLUB MEMBERS SPECIALS 


89 Holburn Street 
Aberdeen 
Tel 0224 212721 


COMPUTER 
ENTERTAINMENT 
Hardware, Software & 
Accessories For 


300 € Amiga € CD32 € Gameboy € 
Gamegear Ф IBM € Jaguar Ф 
Mac @ Nintendo @ Sega 


Exchanges ¢ Secondhand Sales 


CLUB MEMBERS SPECIALS 


36 Church Street 
Inverness 
Tel 0463 236666 


CONSOLE ELITE 
364 Uxbridge Road, Hayes, 
Middx UB4 OSE 


* Atari Jaguar (US) now 
in stock 

Ж Neo-Geo - All titles etc. 
available 

* S/NES US Consoles + 
latest titles in stock 

* All imported accessories 
at best prices 

* S/NES 50/60 Hz 


conversions - Ring for 
details 

* Large stock of used 
games - all systems 


081 561 2422 


All Computer & Console Equipment | 


Console Software, Joysticks, Console Equipment 
(Hardware & Accessories) 

Atari Jaguar, Amiga & PC Software & Hardware 
(Printers, Monitors, Mem Cards, Disk Drives, 
Upgrades etc) 

Role Playing 
Role Playing Games & Board Games, Avalon Hill, 
Chaosium, FASA, GDW, TSR, Ice, 
Mayfair Games, Runequest, Whitewolf. 
Figures 
Dragons, Giants, Norm 25 mm Figures, Resin 
Figures, Paints, Brushes. Painting Service. 
Mail Order, Send for Prices. 
Roleplaying Games from £12-00 
Metal Miniatures, War Games, 
Computers, Software, Games & Accessories 


268 Holton Road, Barry Telephone 0446 734022 


Opening Hours 9 am— 6 рт Late night Tuesday e : 


rsday (Open till 7 рт) 


COMPUTER 
ENTERTAINMENT 
Hardware, Software & 
Accessories For 


300 ¢ Amiga € CD32 € Gameboy $ 
Gamegear ¢ IBM Ф Jaguar Ф 
Mac Ф Nintendo ¢ Sega 


Exchanges € Secondhand Sales 


CLUB MEMBERS SPECIALS 


16A Gateside Street 
Hamilton 
Tel 0698 457596 


COMPUTER 

ENTERTAINMENT 

Hardware, Software & 
Accessories For 


300 € Amiga € CD32 € Gameboy Ф 
Gamegear € IBM ¢ Jaguar Ф 
Mac @ Nintendo @ Sega 


Exchanges € Secondhand Sales 


CLUB MEMBERS SPECIALS 
11 Carrick Arcade 
Ayr 
Tel 0292 611816 


AVAILABLE 


0066880800048 FH8H 0888S HH8H8 


С SYSTEMS 
4868X/25 - £869 486DX33 - £1049 
4860X2-66 - £1199 
(NO VAT TO ADD! JUST P&P!) 


SPECS: MINITOWER CASE e INTEL CPU e LOCAL BUS MOTHERBOARD e 
128K CACHE e 4MB RAM e 210MB IDE HD e 1.44MB FLOPPY e 
TMB (UPGRADEABLE) LOCAL BUS VIDEO e 14" COLOUR SVGA 
MONITOR (.28DP LR/NI MPRII) e SERIAL & PARELLEL PORTS 
SYSTEMS BUILT TO YOUR SPECIFICATIONS OR BUDGET! 


DZ, karak ZA 
(ANYTIME) 


Wiltshire 


WHEN IT COMES TO MULTIMEDIA 


GETREAL! 


NOW IN STOCK 
UK ATARI JAGUAR 
AT AN UNBEATABLE PRICE 


PC/CDROM DRIVES 
AT NEW LOW LOW PRICES 
FULL RANGE OF MULTIMEDIA 


"ADD-ONS" AND EXTRA 
MEMORY AT HUGE SAVINGS 


WE ALSO STOCK PHILIPS CDI, SEGA AND 
NINTENDO PRODUCTS - PHONE NOW 


[3 


31 High Street, Wootton Bassett, Wilts SN4 7AF 
Tel: 0793 848428 Fax: 0793 849563 


COMPUTER 
ENTERTAINMENT 


Hardware, Software & 
Accessories For 


300 € Amiga € CD32 € Gameboy Ф 
Gamegear € IBM Ф Jaguar Ф 
Mac € Nintendo € Sega Exchanges Ф 
Secondhand Sales 


CLUB MEMBERS SPECIALS 


11 Ingram Street 
Glasgow 
Tel 041 553 2512 


COMPUTER 
ENTERTAINMENT 
Hardware, Software & 

Accessories For 


300 € Amiga ¢ CD32 € Gameboy Ф 
Gamegear Ф IBM € Jaguar Ф 
Mac Ф Nintendo Ф Sega 


Exchanges Secondhand Sales 


CLUB MEMBERS SPECIALS 


1049 Pollockshaws. Rodd 
Shawlands 
Tel 041 636 0306 


РРССРР SCCO Чо S9ppeas ouvef оз »|[€3 Алозэәла odp3 ul 328 OL 


CONSOLE 


ааыа аана ——— onsole Concepts, Mail Order and shop have 4 


|Y CONCEPTS | 


Who are Console Concepts? We are a company that specialises in video games PC Engine handheld and Carry Case £180 
console imports. We were one of the first companies to import the PC Engine, 


quickly followed by the Sega Megadrive (12 


чу 


PC ENGINE/TURBO GRAFX Supergun Deluxe (As seen in C+VG) 


О Turbo Duo +5 Games (Scart) б Pons call for Titles 


UK) and Super Famicom. We have been selling by mail order since 1988 and comes complete with colour boostere eo 3DO 32 Bit Console 


you are guaranteed fast and efficient service. 


Colour Booster Spare Controllers 
Arcade Card Monster Manor 


Why not give us a try - you may be surprised. Art of Fighting ha Horde 
ATARI 64 BIT JAGUAR Samurai Showdown Twisted 


MACHINE SPECIFICATION 
16 Meg Ram 

17 Button Controller 

RGB Output 

24 Bit Graphics 

16 Million Colours 

Better than CD quality sound 


Strider Ultraman 

Out of this World 
Iron Man 
Jurassic Park 


USA Scart Jaguar 
Raider 
Dino Dudes 


includes 2 x 6 Button Pads £200 


£475 
£39 

£49 

£49 

£49 

CALL 
CALL 

IN STOCK 
IN STOCK 


rescond Galaxy LOADS MORE IN STOCK CALL FOR DETAILS 
Tempest 2000 Neo Geo Console+ padded carrycase £300 


Doom Karnov's Revenge 
Wolfenstein Top Hunter 


This is the machine to give Sega and Nintendo a run for their Aliens vs Predator Sidekick Soccer Il 


CALL 
CALL 
CALL 


ates norte | 


0782 712759 


established since 1988. Approximately 55,000 
orders have been processed. Our second shop ha 
| о 4 in Hanley Market Arcade (0782 207151) 


\ 


be ightni Wind Jammers £165 
money. Features include 3 processors, 64 Bit Risc processor, 34 Bit Blue Lightning 
Risc chip with built in DSP and 16 MHz 68000 chip. Kasumi Ninja mu nro» Jet E 
| | e li SEGA MEGADRIVE SNES/FAMICOM 
Tel Hotline (3 ines) Virtual Racing CALL FX Trax CALL 
Shadow Run CALL Vortex CALL 
OZ782 7127 59. ' Streets of Rage ICALL Muscle Bomber CALL 


Kick Off Ш CALL  FIFA Soccer CALL 


The Village Newcastle-under-Lyme Staffs ST5 1QB 
Telephone: (0782) 712759 Fax: (0782) 714379 


zz RAVEN GAMES LONDON £g 


74 BROMLEY ROAD, BECKENHAM, KENT BR3 2NP 
TEL: 081 663 6810 MAIL ORDER/CREDIT CARD LINE: 081 663 6822 FAX: 081 663 0046 


FIRST WITH THE LATEST RELEASES 


OWN YOUR OWN ARCADE MACHINE 3DO Japanese Magazines available 
SUPER GUN DELUXE £149. ЗОО Japanese Demo Video £4.99 p+p MEGADRIVE 
AS SEEN ON ITV'S "BAD INFLUENCE" 3DO inc CRASH & BURN 


AN EVIEWED nd JOFIN MADDEN - | 
ees on ТОЕТ О | scART BOX , HAVE YOUR MACHINE CONVERTED TO 
$ BUTTON NEO GEO JOYSTICK | | RUN EVERY GAME: 50/60HZ JAP 

6 BUTTON JOYPAD . E . TEXT/ UK ТЕХТ P+P £6 


FEATURES OF OUR SUPER GUN INCLUDE... | : | SUPER SFII JOYPADS IN STOCK 
EXTRA THICK HIGH QUALITY JAMMA LOOM/TWO BALI. 


J i 
WAY SOUND SWITCH (GUARANTEES SOUND ON | PLEASE RING FOR LATEST RELEASES 
ALL PCBs) /INPUT FOR 6 BUTTON GAMES 3DO DEMO DISK 4 SAE FOR FULL LIST 
- SHUMORTAL KOMBAT ETC./HIGH QUALITY “MIGHTY SUPER WING COMMANDER 


POWER" PSU / ‚_ : $ М Е $ 
EXTRAS AVAILABLE: 4 JOYPORTS / HEADPHONE SOCKET / | 


COLOUR CONTRAST SWITCHES / FULL BACK UP SERVICE. 
Savio d DEI .99 HAVE YOUR UK SNES CONVERTED TO 


BELOW IS A SMALL SELECTION OF OUR PCB'S CUM uu oue 


SUPER SFII JOYPADS 
WRESTLE FEST £95 Ф FIRE MUSTANG £70 @ IN SECTOR х £70@SIDEARMS x’ 
£75 € E.D.F. £65 @ ST. DRAGON £90 @ SILKWORM £40 @ TWIN COBRA £65 @ ! gere un p ies Е ив Е 


WWE £80 @ SPACE INVADERS 91 £95 @ SFII £105 @ PACLAND £85 @ VULCAN AE 
VENTURE £80 ® SHADOW WARRIORS £806 GUN FRONTIER £140 Ф DOUBLE FLEA SOCCER SAE FOR FULL LIST 


DRAGON £45 @ DRAGON NINJA £45 € BURNING SOLDIER/VIRTUA OUEST B С 

SAE FOR FULL LIST POWERS KINGDOM/ WACKY RACES + vy 
i УМЕ ANESE TITLES IN STOCK. Fee 

USA SCART MACHINE : 34 М Е 0 GE 0 LATEST RELEASES 


UK PAL MACHINE : FLASH IDEAS/CHIKKI CHIKKI BOYS/STRIDER/ WORLD 
SCART LEAD/S-VEHS/VIDEO Я 
COMPOSITE LEAD | - ere : HEROES II/MADSTALKER 


| : SAE FOR FULL LIST OF HARDWARE/SOFTWARE + ACCESSORIES 
DINO DUDES | = : WE ALSO STOCK 
CRESCENT GALAXY ....24- CEST | F M TOWNS MARTY NOW £599-00 
M E UEM eed. : LAUGU: GAMEGEAR © NES © ~>) 
BRUTAL SPORTS : SAE FOR FULL LIST GAMEBOY © MASTERSYSTEM 


WE STOCK A MASSIVE SELECTION OF SECOND HAND GAMES 
OPENING HOURS: MONDAY-SATURDAY 10-00AM-5-30PM WEDNESDAY 10-00AM-1-00PM 


P&P GAMES £1۰50 NEO GAMES £3. WE ARE NOT JUST A MAIL ORDER COMPANY - COME AND SEE US AT THE 
` ABOVE ADDRESS AND SEE ALL THE ABOVE MACHINES ON DISPLAY. 
S.A.E. FOR FULL PRICE LIST. PLEASE MAKE CHEQUES AND P.O.'S TO: RAVEN GAMES 
ABOVE PRICES ARE MAIL ORDER ONLY. SHOP PRICES MAY VARY. 


FREEPHONE 
"I THE CD ROM SPECIALISTS 


KT KONSOLS 
TEL/FAX: 0847 66949 


26 PRINCESS STREET, THURSO, CAITHNESS KW14 7BQ 
Game Exchange Service 


PLEASE NOTE: Second hand Sega Games are no longer swapped. 
We now run a buy and sell scheme. Please phone for details 


MANGA VIDEOS NOW STOCKED NEW & SECONDHAND 
PHONE FOR LATEST PRICES 


€ SNES 6 MEGADRIVE Ө NEO GEO © HANDHELDS 
© 8 BIT MACHINES Ө PC ENGINE Ө MEGA CD Ө CDS 6 


We are the largest stockist of secondhand games in Britain. At present, we have the follow- 
ing amount of games in stock: Over 200 Megadrive, over 200 SNES, over 50 Neo-Geo. To 
find out what titles we have in stock, please phone. Once you have chosen your game - we'll 
reserve it for you - then all you have to do, is send us your unwanted game and we'll dis- 
patch your reserved game immediately by 1st class recorded delivery - it couldn't be easier! 


Please feel free to phone & ask about any game of any system. 


We Play Them All!! 


JAGUAR & 3DO’S NOW IN STOCK. CALL FOR PRICE 


TRADE ENQUIRIES WELCOME FOR SECONDHAND GAMES. 
PHONE FOR DETAILS!! 


NEW SNES RELEASES NEW NEO-GEO RELEASES 
SUPERMETEOROID 6 BOMBERMAN 2 KARNOVS REVENGE, 
STUNT RACE FX @ Call, WORLD CUP USA, SUPER SIDE KICKS 2, 

GOEMAN Il, VORTEX, KNIGHTS OF TOP HUNTER, 


A SELECTION FROM OVER 1500 TITLES. IF YOU CAN'T SEE WHAT YOU WANT PLEASE CALL .... 
Super Arcade Games 

Super VGA Harrier 

Syndicate Plus 

TFX 

The Hode 

Total Distortion 

UFO 

Ultima I-VI : The Series 

Ultima Underground 1 & 2 

Video Game Solution 

Walls of Rome 

Who Shot Johnny Rock 

Wing Commander 2 

Wolfpack 

World of Xeen: Might and Magic 


7th Guest & Dune Double Pack 
Action CD 

Alone in the Dark & Jack 
Battlechess Enhanced 

Battle Isle II 

Betrayal at Krondor 

Blue Force 

CHAOS Continuum 
Chessmaster 3000 Pro 
Comanche: Maximum Overkill 
Critical Path 

Cruise for a Corpse 
Cyberrace 

Dark Seed 

Day of the Tentacle 

Dracula Unleashed 

Dragon's Lair 

Dragonsphere 

Dungeon Hack 

Eleventh Hour (NEW-2CD set) 
Eye of the Beholder 
F117A/F15 Ver 2 

F15 Strike Eagle |! 

F15 Strike Eagle Ill 

F19 Stealth Fighter 

Fantasy Empires Enhanced 
Flight Sim To olkit 

Fly Drive Spectacular 


£29.00 
£19.00 
£18.00 
£29.00 
£27.00 
£29.00 
£24.00 
£37.00 


Black Rain 

Ghost 

Naked Gun 2.5 

Patriot Games 

Star Trek 6 

The Hunt for Red October 
Top Gun 

Fatal Attraction 

Waynes World 


SS ee 
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7th Guest (10th June) 
Alien Gate 


OPEN MONDAY TO SATURDAY 


ROUND, STAR TREK WORLD HEROES JET 
TURBO EXPRESS HANDHELD + SF11 + JAP GAME ADAPTOR 
WAS £249.00 NOW ONLY £149.00 


SPECIAL OFFER ALL AT £25! 
GOMOLA SPEED, FINAL SOLDIERS, SFil, GRADIUS, SALMANDER, 
BOMBERMAN ‘94, FORMATION SOCCER ‘94 


PRICES ARE CONSTANTLY CHANGING & NEW 


nia) 
TITLES ARRIVE DAILY - PLEASE PHONE VISA. 


10AM TO 6PM 


EID G B GUIDE TO BUYING MAIL ORDER 


ra sy or ey <] Т d 
FEN STEPS TO : 


1 


When you're buying from any mail order company, it's worth 


following these Edge guidelines: 


Before you send any money, ring the supplier to make sure 
the item you require is in stock. Ask questions about the 
company's зу on delivery and returns of faulty 
equipment. Make sure there are no hidden costs such as 
postage and packaging. Find out when you can realistically 


expect to receive your goods. 
Always read the small print on adverts. 


" 


Beware companies that do not include their address on their 
adverts. Also, avoid companies that do not answer or return 
your calls. 


By far the best method of payment is by credit card. If 
ordering goods of more than £100 in total value remember 
that you are legally entitled to claim compensation from 
some credit companies - if the retailer goes bust. Check 
your credit card company's policy. You can also try to get 
extrainsurance in advance. 


If you're not paying by credit card, pay by cheque. Never send 
4 H 
cash and avoid using postal orders. 


Keep records. If you are buying by credit card, keep a note of 
the order and ask for an order number. When ordering 
anything over the telephone, always double-check the price. 


If you are sending a cheque, keep a note of the cheque 
number, the date and the exact value. Make sure you know 
the exact name of the mail order company. 


When, you receive your goods, check them areuy If 
anything is missing or faulty, contact the supplier 


immediately. 


Always order from the most recent issue of Edge, 

If a problem does arise, contact the supplier in the first 
instance. Calmly and politely tell them your problem. Most 
problems turn out to be minor hitches or misunderstandings 
that can easily be resolved. If you think you have a genuine 
grievance, contact your local Trading Standards Officer. The 
number is in the phone book. 


Fontier Elite Il 

Gabriel Knight 

Gateway 2: Homeworld 
Goblins 3 

Golden 7 

Geat Naval Bottles Vol 2 
Hand of Fate 

Hell Cab 

Humans 1 & 2 

Inca 2 

Indiana Jones & Fate of Atlantis 
Interplay 10 Year Anthology 
lon Helix 

Jones in the Fast Lane 
Journeyman Project 
Jurassic Park 

Jutland 

King's Quest VI 

Labyrinth of Time 

Lands of Lore 

Lasersoft Top Track 

Laura Bow 2 

Lawnmower Man 

Leader Boad Collection 
Legend of Kyrandia 

Leisure Suit Larry 1 

Links - The Challenge 

Loom 

Lord of the Rings 

Lost Files of Sherlock Holmes 
Lost in Time (Parts 1 & 2) 
Lost treasures of Infocom 
Lost treasures of Infocom II 
MI Tank Platoon 

Mad Dog Мсее 
MegaRace 

Microcosm 

Myst 

Myst Strategy Book 

Outpost 

Outpost Strategy Guide Book 
Patrician 

Pirates 

Police Quest 1 

Qantum Gate 

Ravenloft 

Rebel Assault 

Return of the Phantom 
Return to Zork 

Reunion 

Sam & Max Hit the Road 
Secret of Monkey Island 
Secret Weapons of the Luftwaffe 
Shatteed Lands 

SimCity Enhanced 

SimCity Strategy Book 
Space Quest 1: Roger Wilco 
Star Tek 25th Anniversary 
Strike Commander /Tactic Mission 


Backgammon 
Battleship 
Caesar's World of Boxing 
Caesar's World of Gambling 
Dark Castle 
Dragons Lair 
Earth Command (24th June) 
Escape from Cybercity 
Hotel Mario 
Inca 
Kether 
Laser Lords 
Lords of the Rising Sun 
Megamaze 
Mystic Midway 
Rest in Pieces 
Phantom Express 
Othello 
Pinball 
Sargon Chess 
Space Ace 
Striker Pro (NEW) 
Tetris 
Text Tiles 
Two Player Tennis 
Ultimate Noah's Ark (26th Aug) 
Video Speedway 
Voyeur 
Wacky World of Mini Golf 


Antistatic (29th July) 
Bon Jovi - Keep th Faith 
Bryan Adams - Waking Up ... 
Cream of Clapton 
Cure 
Escape 
Louis Armstrong 
Pavarotti 
Tina Turner Live in Rio 
Todd Rundgren: No World Order 
Classical Jukebox 
James Brown 
Jazz Giants 
Private Lessons 
Classical Guitar 
Rock Guitar 
Worlds Of... 


(Requies MPEG boad for PC or DV cart for CDI) 
David Bowie (VCD) 

Dinosaurs - Myths and Reality 
History of Aviation 

Kate Bush - The Whole Story 
Pavarotti 

Pink Floyd - Delicate Sound Thunder 
Queen reatest Flix 

The Three Tenors 

Tina Turner Simply the Best '94 


PRICES AND A V AILABILITY ARE SUBJECT TO CHANGE WITHOUT NOTICE. E&OE. PLEASE CALL TO CONFIRM PRICES WHEN ORDERING BY POST 
OR FAX. ALL SOFTWARE IS SENT RECORDED DELIVERY - A SIGNATURE WILL BE REQUIRED. ORDERS FROM BONA FIDE EDUCATIONAL 
ESTABLISHMENTS ARE WELCOME. WE ALSO STOCK CD-ROM BASED SOFTWARE FOR MAC's AND PHILIPS CDi HARDWARE 


CARRIAGE 


UK £3.00 PER ORDER. 
EUROPE £5.00 PER ORDER. 
PLEASE ADD WAT TO ALL PRICES. 


a Ww. 


Š: 


UNIT 15, MITCHELL POINT, 
ENSIGN WAY, HAMBLE, 
T HAMPSHIRE, S03 5RF. UK 
az FAX: (+44) 0783 453231 
TEL: (+44) 0703 455115 


EDGE magazine September 1994 


questiontime 


Send your questions to Q&A, Edge, 
30 Monmouth Street, Bath, Avon BA1 2BW 


In your article, “Sony 
PS-X gets fi first 
screening’, in Edge 9, 
you mention that importers will 
be 'taking their positions'. Will an 
imported PS-X be any better 
than a UK version? What exactly 
is the difference between a UK 
PS-X and a Japanese one: are the 
games in Japanese? Is the 
machine programmed to show 
Japanese on its title screen? 
Nicholas Witcomb, 
Fleet 


Imported machines run 
at 60Hz instead of 50Hz, 
avoiding the usual 
modulation to sync with our 
50Hz PAL TV standard. This 
gives a fullscreen, fullspeed 
picture, something that UK 
versions of the SNES and Mega 
Drive can never deliver. This 
advantage alone has kept the 
import market fairly buoyant in 
the UK — a sizeable userbase of 
imported consoles exists for this 
reason alone. Sony claim that 
PlayStation games will be 
encrypted differently in the three 
main sectors — Japan, the US and 
Europe — so software from one 
sector will be unlikely to run on 
a machine from another. Of 
course, this is unlikely to deter 
those who don't mind the odd 
bit of Japanese text in their 
games, and the demand for the 
imported PlayStation this 
Christmas will no doubt be huge. 


What sort of TV will be 
most suitable for 
imported versions of the 
Saturn and PlayStation? What 
connection gives the best 


€9$90909092596090400095€9€0990005€02098 


picture? Will importers be able 
to offer SCART versions of these 
systems, as with imported Super 
Famicoms and Mega Drives? 
Nick Ford, 
Chiswick 


nconverted, an 
mported Saturn or 

: PlayStation will probably 
only work on an NTSC- 
compatible TV (some TVs allow 
a composite NTSC signal 
through a SCART socket, while 
even higher-spec TVs will handle 
NTSC through composite and 
S-Video connection). If the new 
Japanese systems have an 
RGB-out on the back of the 
machine (unlikely), then a custom 
SCART lead is all that will be 
needed for most modern TVs. 
Remember, though, that 
imported 3DO systems still have 
problems running on non-NTSC- 
compatible TVs without the aid 


of a special S-Video/RGB 
converter box. 

The best way of safeguarding 
compatibility with all future 
imported hardware is to get a 
TV that handles NTSC through 
both S-Video and Composite 
connections. S-Video is fast 
becoming the most popular TV 
connection standard in the Far 
East and the US (and also offers 
the best quality after RGB). 
This subject was also covered in 
Q&A, Edge 7. 


After months of saving, | 
now want to buy one of 
the large Hantarex 
monitors featured in Edge 3. 
1. Can the Hantarex monitor 
stop the horrible borders from 
appearing on my UK Super NES 
(even by adjusting the vertical 
hold) or are we UK SNES 
owners destined for a lifetime of 
squashed graphics? 
2. Would | be able to have a 
SCART lead going to the 
monitor and an audio lead to my 
hi-fi speakers at the same time? 
3. Which RPG is the best: 
Capcom’s Breath Of Fire or 
Square's Final Fantasy VI, and are 
either of these better than the 
superb Secret Of Mana? 
4. When will Capcom release 
Super SFII officially in the UK? 
Paul Connor, 
Manchester 


1. Hanatrex make a wide 
selection of monitors, 
but computer monitors 
are usually the best bet for 
adjusting the vertical dimensions 
of the picture — this feature 
makes it possible to stretch the 
picture vertically to get rid of the 


If you're planning to get an imported Saturn or PlayStation, what 
television will be most suitable? (See letter from Nick Ford) 


borders present on UK consoles, 
but it won't solve the problem of 
a slower operating speed. 

2. As far as the SNES is 
concerned, this can only be done 
either with a customised lead 
(some companies sell them) or 
on machines where the SCART 
lead comes out of a drilled hole 
in the casing, like early imported 
SFCs and American SNESs. This 
leaves the multi-out socket free 
for the connection of a SNES 
stereo lead. 

3. Square's epic 24-meg Final 
Fantasy VI will be called Final 


Final Fantasy VI, Square's 
24-meg RPG, coming soon 


Fantasy III in the US, and even in 
Japanese form its spectacular 
graphics and effects make 
Capcom’s Breath Of Fire look 
rather tired. However, if you 
prefer action-style RPGs — like 
Secret Of Mana — the random 
combat of the Final Fantasy series 
could get a little irritating. 

4. Nintendo reckon Super SFII 
won't sell in the UK at its 
inevitably high price because it 
isn't a big enough improvement 
over the previous SFII games. 


d In issue 10 there was an 
advert by Datel 
promoting a device 
called Arcade Mayhem. Datel 
claimed that this device in 
conjunction with a JAMMA 
arcade board would let you play 
arcade games on your own TV. 
1. What is a JAMMA board? 
2. Does the system have any 
major drawbacks? 
3. Would you be able to play 
games like Super SFIl Turbo and 
Virtua Fighter? Would the games 
be arcade quality? 
4. Are JAMMA boards expensive? 
John Stott, 
Oldham 


l. It's a standard 

connection for arcade 
printed circuit boards 
(PCBs) that was agreed by the 


99$692999950909099*699500057€9092€&t*9 


Sey 


The JAMMA РСВ connector standard gives Supergun owners access to 
a huge range of arcade classics (see letter from John Stott) 


Japanese Amusement Machine 
Manufacturers Association. 
JAMMA connectors — including 
arcade cabinets and Supergun- 
type devices like Arcade Mayhem 
— can all use JAMMA PCBs; it’s 
just a matter of plugging them in. 
2. Yes. Stereo sound isn’t 
catered for on the JAMMA 
connector — most boards have 
the sound branched off the 
board itself. 

3. Some games are not JAMMA 
compatible. These games are 
usually the bigger, more 
expensive dedicated cabinet 
games like Virtua Fighter and 
Starblade, and, of course, racing 
games like Out Run, Ridge Racer 
and Daytona. 

4. When new, yes, but some 
really old classics can be picked 
up for as little as £20. See 
Edge 3 for the full lowdown on 
the Supergun and JAMMA- 
compatible games. 


| I. Why have Nintendo 
| decided to base their 

| new system on 
cartridges rather than CDs? 

2. Is the Ultra 64 really as 
powerful as a Silicon Graphics 
workstation, and if it is, how 
come it will retail at such a low 


Nintendo and SGI: will the 
dream team be able to deliver? 


questiontime 


games, whereas CD-ROMs are 
cheap to manufacture and 
universally compatible. Releasing 
a CD-based system could have 
jeopardised Nintendo’s position. 
2. Silicon Graphics workstations 
start at £5,000 and rise to 
hundreds of thousands of pounds 
— performance is dependent on 
price. From what Edge has seen, 
there’s some pretty powerful 
hardware in the Ultra 64. (See 
this month’s CES report for 
more details.) 

3. Nintendo’s press information 
hints that the Ultra 64 is being 
designed so that a CD-ROM 
player, or other types of storage 
device, can be attached. 

4. A mock-up probably won’t be 
seen until this November’s New 
Software Exhibition in Tokyo. 


This Angel Studio/Greystone demo shows the power of Silicon 
Graphics’ Onyx. But what about Ultra 64? (See Dean Spencer’s letter) 


price? | have heard that it will 
cost around $250, which roughly 
translates to just under £200. Is 
this the official price? 
3. Do you know of any plans for 
add-ons for the system? 
4. When will we finally get to 
see an official photograph or 
even a mock-up of Nintendo’s 
new baby? 
Dean Spencer, 
Loughborough 


1. Nintendo are 
terrified of losing 
control of the pricing of 
their games, and that's one 
reason why they've been very 
cautious about moving into the 
CD-ROM market. Proprietary 
cartridges allow Nintendo to get 
away with charging licensees high 
prices for manufacturing their 


*$99260602$2€09059960660090592062929 


(TEZKERE 


Having read the 
_ hardware supplement 
with Edge 8, | have a 
few questions regarding the 
PS-X, Saturn and Project Reality. 
1. What improvements have 
been made to Saturn to enable it 
to compete with the PlayStation? 
2. The number of polygons per 
second Project Reality can handle 
is significantly less than its major 
rivals. Are there any plans for 
upgrades in this area? 
3. What are 'anti-aliased' 
polygons? 
4. Will Project Reality be a 
dedicated 3D machine? 
5. Will the Jaguar's CD-ROM 
drive include any extra hardware, 
such as a texture-mapping chip 
or an extra processor? 
Greg Taylor, 
Wigan 


$9990900999900909000599009090060009092062$ 


I. Originally, Saturn's 
| spec was closer to that 

of the Mega Drive 32. 
Sony's announcement prompted 
the inclusion of a 64bit video 
chip and other processors. 
2. The 100,000 figure initially 
released by Nintendo/SGl is no 
indication of the true 
performance of the Ultra 64, as 
it is now called. By all accounts, 
the 64bit machine will have a 
polygon rendering performance 
greater than anything else in 
development. 
3. Anti-aliasing is a shading 
process that is used to smooth 
out the rough edges of polygons. 
For example, grey pixels would 
be used to soften the sharp 
distinction between a white and a 
black pixel. 
4. No, the machine should be 
able to handle all game genres. 
5. |t seems not. Atari have 
decided that the CD drive needs 
to be affordable above all other 
considerations. 


| I. Do SRAM chips have 

' į anything to do with 
ROM chips? 

2. Could Nintendo's high-density 

ROM chip technology be applied 

to RAM chips? 


L Palamara, 
Australia 


| 1. SRAM is Static 
: Random Access 

«sw Memory, used for saving 
high scores. ROM stands for 
Read Only Memory — the prime 
component of most cartridge 
games. The difference is that 
SRAM chips can be written to, 
while ROM chips can't. 
2. Nintendo are researching 
high-density ROM and RAM chip 
technologies, but the cartridge 
chips they'll be using for Ultra 64 


will probably be based on Ф 
existing ROM technology. 


Q А 


You сап rely оп Edge to cut 
through the technobabble and 
give you straight answers. 
Write to: Q&A, Edge, 30 
Monmouth Street, Bath, Avon 
BA1 2BW, You can fax us on 


0225 338236, or e-mail us via 
futureGcix.compulink.co.uk. 
with a subject line ‘ATTN: 
Jason Brookes'. Sorry, but we 
cannot answer any questions 
personally, either over the 
phone or by post. 


V66T Jequiei1des sulzesew 2503 


97 


} 1 
1 
r 
) 


month 


EDGE magazine September 1994 


} 
у [ 
\ 
|, 
| 
1 | 
Н | 
| In late July 30,000 high-tech artists f 
i will converge on Orlando, Florida for | 
| SigGraph '94. Featuring events like the | 
| Electronic Theatre, where the world’s best K 
y computer images are showcased, and the 
Art And Design Show, in which delegates 
vote for the most stunning and innovative | 
projects of the year, SigGraph '94 is а 
unmissable event for electronic artists the : 
world over. Edge flies to Florida to seek out ' 
| the future of computer graphics. 1 
! 3 | 
| | 
| 4 
1 ! 
{ 
| 
| 
| 
{ 
| 


эь мыр‏ ل ا 0 لوادتملا doo. WC „р‏ د 


у орал Оо TREE а Ыы NEAN 5 ня : creer IQ 5 | f 
1 Жо HMM ape age 7 " m р ыр Кылка ен сле кс ек Анн КУК EE E 
> My iT ] t У D E 


o 
о 
3 
ct 
2 
c 
Ф 
о 
т 
D 
(Jo 
Ф 
[ч 
QD) 


wary C ave 


Fulure 


Your guarantee of value 


